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EDITORIAL 


BY TARAK CHAMI 


Dear Hideo, sr a 


A little bit more than 4 years ago we arrived, me and my first book, in Japan. What a beautiful expe- 
rience it was to meet you and the whole Kojima Productions team. But also to deliver you the biggest 
project of my life. 


| could say to myself : «Okay, you’ve made it, now let’s think about something else», but it would be to 
easy to stay on this wonderful experience. 


That’s why after «From Mother Base With Love» which paid tribute to your work on every games you 
produced before Death Stranding, the content of this book is a tribute to your work on Death Stran- 
ding and a massive thank you for the messages you tried to explain us in the game. 


A tribute from your greatest fans, artists, cosplayers, communities, but also a few of your friends from 
all over the world. Every one of them accepted the invitation without hesitation, probably because 
the idea of creating and participating in a project for you, in the name of a wonderful community, was 
an exciting challenge. Our origins, way of life, religious beliefs were all set aside; the only thing that 
mattered was to work TOGETHER for a cause we believe in. 


| hope with all my heart that you will like what you see as much as I’ve loved making it for you. 


Enjoy your read, Mr Kojima. 


TE. 


親愛 な る 秀夫 、 


4 年 以上 前 、 私 と 私 の 最初 の 本 が 日 本 に 到着 し まし た 。 あ な た と コジ マ プ ロ ダク ショ ンチ ー ム 全員 に 会 えた だ 
け で な く 、 私 の 人 生 で 最大 の プロ ジェ クト で ある 私 の 赤ちゃん を お 届け し た の は 、 な ん と 素晴らし い 経 験 で し 
た か 。 


私 は 自分 に 言い 聞か せる こと が で きま す : `` OK、 あ な た は それ を 作り まし た 、 今 別 の も の に つい て 考え まし 
よう > が 、 こ の 成功 を 続け る だ け で 簡単 で し ょ う 。 


だ か ら 、 制 作 し た すべ て の ゲー ム で の 作品 に 敬意 を 表し た <From Mother Base With Loves の 後 、- 
Death Stranding の 前 に 、 こ の 本 の 内 容 は Death Stranding で の 作品 へ の トリ ビュ ー ト で あり 、 メ ッ セ ー 
ジ に 感謝 し ます ゲー ム で 私 た ち を 説明 し ます 。 


あな た の 偉大 な ファ ン 、 ア ー テ ィ ス ト 、 コ スプ レイ ヤー、 ウ ェ ブ サイ ト か ら の トリ ビュ ー ト だ け で な く 、 世 界 忠 の 
数 人 の 友達 か ら の トリ ビュ ー ト 。 す ば らし い コ ミュ ニテ ィ と いう 名 の も と 、 あ な た の た め に プロ ジェ クト を 作成 
し て 参加 する と いう アイ デア は 刺激 的 な 挑戦 で あっ た た め 、 彼 ら 全員 が た め ら うこ と な く 招 待 を 受け 入れ まし 
た 。 私 た ちの 起源 、 生 き 方 、 信 仰 は すべ て 取り 除 か れ ま し た 。 重 要 な の は 、 私 た ち が 信 じ て い る 目的 の た め に 共 
に 働く こと だ け で し た 。 


私 が あな た の た め に 作る の が 大 好き だ っ た の と 同じ くら い 、 あ な た が あな た が 見 る も の を 好き に な る こと を 心 
か ら 願 っ て いま す 。 


小島 さん 、 読 ん で くだ さい 。 
ML l 
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BY SULLIVAN ROUAUD 


Hideo Kojima is one of the greatest artists of our era. 


I’m pretty sure you’re convinced of that if you hold this book in your hands, but you have to measure 
the prowess of being considered by your peers as one of the greatest geniuses of his time, even 
though the media in which you operate is not yet fully recognized as an art. 


Will Kojima be the one to pass on video games to posterity? No one can say for sure today, and this 
recognition will surely come, like any paradigm shift, from the disappearance of one generation to 
make way for the next. What is certain, however, is that the creator of one of the greatest sagas of all 
time, all media combined, is one of those who brought video games to adulthood. With his ability to 
anticipate and reflect future crises with a foreknowledge that is the envy of even the most seasoned 
futurologists, the creator of Policenauts, Snatcher, Metal Gear Solid and Death Stranding has proven 
over the past thirty years that the player can blossom each time a little more as he enters his digital 
worlds. Just as a masterpiece of cinema, another major contemporary art form that has long since 
earned its classification, each Kojima game can be appreciated even more in retrospect and with the 
pleasure of returning to its science-fiction settings, Alaskan hangars, virtual reality simulation rooms 
or desolate lands. 


Pioneer of Cyberpunk in its early days, prophet of the control and information society at the turn of 
the millennium, thinker of the political divide and the impoverishment of the notion of patriotism 
then and now oracle of a world where loneliness and social distancing reign supreme, The man who 
is sometimes criticised for being too unassuming has never had the audacity to point the finger at us 
players, we who know, as if to remind us that he told us so. Particularly curious, attentive to the echoes 
of the present to the point of foreshadowing his future transformations with phenomenal acuity and 
infinitely erudite, Hideo Kojima is without doubt a post-modern author. Better still, if he hides his 
pamphlets under the airs of very big-budget productions, going so far as to work with the cream of 
Hollywood, he always manages to illustrate his message, resolutely political and well thought-out, 
without losing sight of the need to deliver what makes his reputation: a unique and carefully crafted 
experience from which no one ever comes out completely unscathed. 


In this, Death Stranding marks a turning point in his career in many ways. First, despite his fatalistic 
approach, which could have been even more so if we believe his first trailers and the official artbook 
that gives pride of place to the genius of Yoji Shinkawa, the native of Setagaya radically asserts his 
pacifism. By offering us to embody Sam Porter Bridges, Kojima does not plunge us into the skin of 
the greatest soldier of the world before, but rather into that of the most determined of the essential 
workers of the world after. By inciting us to refuse to fight and by condemning lethality even more 
than in the saga that made him famous, he offers us to face, eye to eye, our death impulses, too often 
synonymous with pleasure and reward in a Western art and world that never ceases to get lost in the 
search for itself. 


The choice to place the action of his latest work in the United States is certainly not a coincidence. 
The choice to make North America look like an Iceland devoid of any human activity is no coincidence 
either. Beyond Uncle Sam’s fascination with the imagination of someone who grew up with Hollywood 
and the violent rise of its imperialism, the United States is the obvious decorum for anyone wishing to 
build on the collapse of civilization. 


By making the two extremities of the anthropocene spectrum cohabit, from these hills and inviolate 
beaches to the culmination of an individualistic and paradoxically more interdependent system than 
ever condemned to lead us collectively to extinction, Kojima wants to be an ecologist, a sociologist and 
a citizen in turn. Concerned as we all are by the tragic disappearance of the living as the human hold 
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gains and gangrene of the land, he does not propose this time to build his own Terra Incognita like Big 
Boss in the past, but to stand up, alone, and carry the weight of our mistakes here, where everything 
has been lost. 


In this extreme solitude that he imposes on us, making each one of us a human-sized Atlas, Kojima 
invites us above all to grasp the essential. First of all, itis a matter of convincing us that rebuilding what 
has been lost is only possible by uniting our forces, our knowledge and our beliefs, by going through 
the barriers that too often hinder our good will. By studying the strengths of asynchronous multiplayer 
at Journey, Dark Souls and others, Kojima decided to build on the advantages offered by connection 
networks, leaving aside Trolls and the worst that the Internet has created since its advent. By reinfor- 
cing this capacity for mutual aid in each one of us, he invites us to believe in our fellow man and to 
leave behind us something to help those who may follow in our footsteps. Then, through the details 
he has the secret to, whether they translate into gameplay or simple easter eggs, Kojima has fun re- 
minding us that it's not a question of living a life to the point of living and dying only for the cause, but 
simply of putting his energy into the things that matter, the things that will make the moral, material 
and ecological legacy that we will inevitably leave to our children viable. 


Arriving at an age and a time in his career when transmission is an integral part of his process, Kojima 
reaffirms another major component in his life: hedonistic sacrifice. Not in the sense of «cigarettes, 
girls and champagne galore», rather in the literal sense of the doctrine that there is no true life unless 
there is a true awareness of death. The events of the Death Stranding, which now prevent the dead 
from reaching the other world by keeping the damned souls connected by their cord to the limbo of 
the strike, have projected in the survivors a panic fear of this new death, pushing them to take re- 
fuge massively underground, bunkerized to better survive while waiting for the inevitable - brilliantly 
embodied, moreover, by the quest for the elder, who must be constantly supplied with medicine, 
otherwise he will succumb to illness. 


In this arid, dangerous and unsuitable universe for those who do not accept to live their lives on a 
thread, the author interprets death in the player as a passage, a change of state and, ultimately, as 
a loop on oneself. Certainly because Sam has extraordinary properties that are revealed to us as the 
story progresses, but also to instill in each of us a deeper reflection than the simplistic nature of tra- 
ditional game over. 


What better than death to remind us of reality? In Kojima, however, the latter seems to have a multi- 
ple definition. Whether through the Ludens, mascot of his studio born on December 16th and a me- 
ta-presence that never goes beyond his function within the diegetic Death Stranding, or through his 
numerous injunctions on the definition of reality in the past, the Japanese takes a malicious pleasure 
in refuting the logic of a scale of realities. This is one of the genius strokes of a convinced technophile 
yet imbued with so much spirituality. The universe in which everyone is immersed is real, as real as a 
dilettante. In this, Death Stranding seems almost like the simulation of a possible, a future interfaced 
by a controller, a screen and lines of code that we imagine infinite. A terrible future, certainly, that we 
should avoid at all costs, as if to better remind us of our mission, that of builders, deliverers, transmit- 
ters [...], essential players, to be short. 


The immense Philip K. Dick, also born on December 16, said to us as a happy coincidence: «Reality is 
what continues to exist when you stop believing in it». So it's up to us to believe. It's up to us to follow 
the paths laid out by millions of Sam Porter Bridges, digital prophets, each in his own way, walking 
the mountains, deserts and cities of this reality that is being proposed to us. You will agree that no 
matter how you make the journey, by truck, by motorcycle, on foot, by climbing or by getting around 
the difficulties, all these paths lead to a single conclusion, full of a hope that we all now carry on our 
shoulders: that of Lou, of rebirth, of the right to happiness and a better future. 
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more fruitful, where a talented and passionate community full of cosplayers, essayists, cartoonists, 
journalists, developers, musicians, designers and so on, pays tribute to his idol as much as to his fellow 
travellers, to thank you with one voice, 

Mr. Hideo Kojima. 


Sullivan 


小島 秀夫 は 現代 の 偉大 な 芸術 家 の 一 人 で ある 。 


本 書 を 手 に 取っ て いた だ けれ ば 納得 し て いた だ ける と 思い ます が 、 自 分 が 活動 し て いる メデ ィ ア が まだ 芸術 と し て 十 
分 に 認知 され て いな い に も か か わら ず 、 同 年 代 の 偉大 な 天才 の 一 人 と し て 仲間 か ら 評 価 さ れ て いる こと の 凄 さ を 計ら 
な けれ ば な り ま せん 。 


小島 は テレ ビ ゲ ー ム を 後世 に 伝え る 存在 に な る の だ ろう か 。 こ の 認識 は 、 パ ラダ イム シフ ト と 同じ よう に 、 あ る 世代 
の 消 減 か ら 次 の 世代 へ の 道 を 切り 開く た め に 必ず や っ て くる だ ろう 。 し か し 、 確 か な の は 、 あ ら ゆ る 媒体 を 組み 合わ 
せ た 史 上 最大 の サガ の 一 つの 創造 者 が 、 ビ デオ ゲー ム を 大 人 に な っ た 人 の 一 人 で ある と いう こと だ 。 最 も 熱 練 し た 未 
来 学 者 の 羨望 の 的 で さえ ある 未来 の 危機 を 予測 し 、 反 映 さ せる 彼 の 能力 で 、『 ポ リス ノー ツ 』、『 ス ナッ チャ ー』、 
『 メ タル ギア ソリ ッ ド 』、『 デ スス トラ ン デ ィング 』 の 生み の 親 は 、 そ の プレ イヤ ー が デジ タル 世界 に 入る た びに 少 
し ずつ 開花 し て いく こと を 、 過 去 30 年 以上 に わた っ て 証明 し て きた の だ 。 映画 の 名 作 の よう に 、 小 島 の ゲー ム は 、SF 
的 な 設定 や アラ スカ の 格納 庫 、 バ ー チ ャ ルリ アリ ティ の シミ ュ レ ーション ルー ム 、 ま た は 荒涼 と し た 土地 に 戻っ て < 
る 楽し み と と も に 、 振 り 返 っ て みる と 、 よ り 一 層 評 価 さ れる こと で し ょ う 。 


初期 の サイ バー パン ク の 先駆 者 で あり 、 ミ レニ アム の 変わ り 目 の 制御 と 情報 化 社会 の 予言 者 で あり 、 政 治 的 な 分 裂 と 
愛国 心 の 概念 の 貧困 化 に つい て の 思想 家 で あり 、 孤 独 と 社会 的 な 距離 感 が 支配 する 世界 の 予言 者 で も ある 。 控え めす 
ぎる と 批判 され る こと も ある が 、 彼 が そう 言っ て いた こと を 思い 出さ せる か の よう に 、 私 た ち プ レイ ヤー を 指 差 ず よ 
うな 大 胆 さ を 持 っ て いな い 。 特 に 好奇 心 が 星 盛 で 、 現 在 の 反響 に 目 を 配り 、 和 驚異 的 な 洞察 力 と 限り な く 博 学 な 小島 秀 
夫 は 、 間 違い な く ポ スト モダ ン の 作家 の 一 人 で ある 。 そ れ よ り も 、 大 作 映画 の 下 に パン フレ ッ ト を 隠し て 、 ハ リウ ッ 
ド の 有力 者 と 仕事 を し て いた と し て も 、 彼 は 常に 、 政 治 的 な メッ セー ジ を 、 断 固 と し た 、 よ く 考 えら れ た 、 彼 の 評判 
を 作っ て いる も の を 提供 する 必要 性 を 見 失う こと な く 、 説 明 す る こと に 成功 し て いる 。 


この 点 で 、『 デ ス ・ ス トラ ンド リン グ 』 は 彼 の キャ リア の 中 で ター ニン グ ポ イント と な っ た 。 第 一 に 、 最 初 の 予告 編 
や 新川 洋司 の 天才 性 を 誇示 する 公式 アー トブ ッ ク を 信じ れ ば 、 も っ と そう な っ て いた か も し れ ま せん が 、 世 田谷 出身 
の 彼 は 、 運 命 的 な アプ ロー チ に も か か わら ず 、 平 和 主 義 を 過激 に 主張 し て いま す 。 サ ム ・ ボ ポータ ー・ ブ リッ ジス を 体 
現す る こと で 、 小 島 は 私 た ち を それ 以前 の 世界 で 最も 偉大 な 兵士 の 皮膚 に 陥れ る の で は な く 、 む し ろ そ れ 以 降 の 世界 
の 本 質 的 な 労働 者 の 中 で 最も 決意 の 固い 兵士 の 皮膚 に 陥れ て し まう 。 戦う こと を 拒否 する よう に 私 た ち を 扇動 し 、 彼 
を 有名 に し た 武勇 伝 以上 に 残虐 性 を 非難 する こと で 、 彼 は 私 た ち に 、 喜 びと 報酬 と 同義 語 で ある こと が あま り に も 多 
い 西 洋 の 芸術 と 世界 の 中 で の 死 へ の 衝動 と 、 目 と 目 を 合わ せ て 向き 合う こと を 提供 し て いる の だ 。 


彼 の 最新 作 の 舞台 を アメ リカ に する と いう 選択 は 、 確 か に 偶然 で は な い 。 ア メリ カ を 人 間 の 活動 の な い ア イス ラン シド 
の よう に 見 せる と いう 選択 も 偶然 で は な い 。 ハ リウ ッ ド で 育っ た 人 間 の 想像 力 と 、 そ の 帝 国 主義 の 暴力 的 な 台頭 に 魅 
せら れ た アン クル ・ サ ム を 超え て 、 文 明 の 崩壊 の 上 に 築 こ うと する 者 に と っ て 、 ア メリ カ と いう 場所 は 明らか に 礼儀 
で ある 。 


丘 や 人 目 に つか な い ビ ー チ か ら 、 個 人 主義 的 で 逆説 的 に は これ まで に な く 相 互 依存 的 な シス テム の 頂点 に 至る まで 、 
人 類 新 世 の ス ペク トル の 両極 端 を 同居 させ る こと で 、 小 島 は 生態 学者 、 社 会 学者 、 そ し て 一 市 民 に な り た いと 考え て 
いる の だ 。 人 間 の 所 有 権 の 拡大 と 土地 の 壊 抱 に よる 生物 の 悲劇 的 な 消滅 を 憂慮 し 、 今 回 は 過去 の ビッ グ ・ ボ ス の よう 
に 自分 の テラ ・ イ ンコ グ ニ ー タ を 建て る の で は な く 、 す べ て が 失わ れ た この 場所 で 、 一 人 で 立ち 上 が り 、 過 ちの 重 ざ 
を 背負 うこ と を 提案 し て いま す 。 


彼 が 我々 に 課す この 極限 の 孤独 の 中 で 、 我 々 一 人 一 人 を 人 間 サ イズ の アト ラス に し て 、 小 島 は 何より も 本 質 的 な も の 


を 把握 する よう に 我々 を 誘う 。 ま ず 第 一 に 、 失 われ た も の を 再 構築 する こと は 、 私 た ちの 善意 を 阻む 壁 を 乗り 越え 、 pr 
私 た ちの 力 、 知 識 、 信 念 を 一 つ に する こと に よっ て の み 可 能 で ある こと を 、 私 た ち に 納得 させ る こと で ある 。 [Jours 


ney] や 『 ダ ー ク ・ ソ ウル 』 な どの 非同期 マル チ プ レイ の 強み を 研究 し た 小島 氏 は 、 ネ ッ ト ト ロー ル や イン ター ネツ ト 、: 


PAL S. 


が 生み 出し て きた 悪党 は さて お き 、 接 続 ネ ットワーク が 提供 する 利点 を 利用 する こと に し た 。 こ の 相互 の 能力 を 強化 A 
する こと で 、 私 た ち が 仲間 を 信じ 、 私 た ちの 後に 続く か も し れ な い 人 々 を 助け る た め に 何 か を 残す よう に 放 @ て いま 9 


す 。 そ し て 、 小 島 氏 は 、 ゲ ー ム 性 や 単純 な イー スタ ー エ ッ グ の よう に 、 彼 が 秘密 を 持っ て いる 細部 を 通 形 で < 大 義 の , 


た め だ け に 生き た り 死 ん だ りす る よう な 人 人 生 を 送る の で は な く 、 単 に 重要 な こと に エネ ルギー を 注ぐ こと 2&U. 


私 た ち が 必 然 的 に 子供 た ち に 残す で あろ う 道 徳 的 、 物 質 的 、 生 態 学 的 な 遺産 を 実行 可能 な も の に する た め の も の に エ 
ネル ギー を 注ぐ こと を 、 私 た ち に 楽し く 思 い 出 さ 世 て くれ ます 。 
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ERE Si 明らか に - RARÉS Jue d を 持っ て いる だ け で な く 、 伝統 的 な ゲー ee 
a pre た の 植え 付け る た め に 。 


mu 起こ させ る に は 、 死 以 上 の も の が ある だ ろう か 。 し か し 、 小 島 の 場合 、 後 者 は 複数 の 定義 を 持っ て いる よ 
р ンー 月 6 日 に 生ま れ た 彼 の スタ ジオ の マス コッ ト で あり 、 ディ ゲ テ ィ ッ ク な 『 デ ス ・ ス トラ ン デ ィング 』 の 中 で 
ja 彼 の 機能 を えた を と の な い メ タ 的 存在 で ある ルー デン ス を 通し て で あれ 、 ある い は 過去 の 現実 の 定義 に つい て の 彼 
』 の 数 々 の 命令 を 通じ て で あれ 、 日 本 人 は 現実 の 尺度 の 論理 に 反論 する こと に 悪意 を 持っ て 喜び を 感じ て いる 。 こ れ 
NG | は 、 確 信 犯 的 な テク ノ マニ ア の 天才 的 な スト ロー ク の 一 つ で あり な が ら 、 非 常に 多く の 精神 性 を 染み 込ま せ て いる 。 
。 誰 も が 没頭 し で いる 宇宙 は 、 デ ィ レ ッ タ ント の よう に リア ル で ある 。 こ の 点 で 、『 デ ス ・ ス トラ ン デ ィング 』 は 、 無 
р FOIE Ot V8 2 ARATRO 
SAVH—VarOEZICBAET. BALAK, REDI. АЕ 5iiacucctxtlttóné Có S cet. MES 
p を より 良く 思 1 い 出さ せる か の よう に 、 建設 者 、 配 達者 、 送 信者 な ど 、 い わ ゆ る 本 質 的 な プレ ー ヤ ー。 


А 巨大 な フィ リッ プ ・K・ デ ィ ッ ク は 、 ま た 12 月 16 日 に 生ま れ 、 幸 せな 偶然 の 一 致 と し て 私 た ち に 言っ た 。「 現 実 と は 、 
ko n 信じ る こと を や め て も 存在 し 続け る も の で ある 」 と 。 だ か ら 信 じ る か どう か は 私 た ち 次 第 。 何 百 万 人 も の サム ・ ボ ー 
ター・ ブ リッ ジ 、 デ ジタル 予言 者 た ち が 敷 いた 道 を 辿る の は 私 た ち 次 第 で 、 そ れ ぞ れ が 自分 な り の 方 法 で 、 私 た ち に 
^^ 提案 され て いる この 現実 の 山 、 砂 漠 、 都 市 を 歩い て いる の で す 。 ト ラッ ク で 、 バ イク で 、 徒 歩 で 、 登 山 で 、 あ る い は 
困難 を 乗り 越え て 、 ど の よう に 旅 を し よう と も 、 こ れ ら の 道 は すべ て 一 つの 結論 に つなが っ て いま す 。 


この ペー ジ で は 、 著 者 が 期待 し て いた つなが り が これ まで に な く 実 りあ る も の と な り 、 コ スプ レイ ヤー、 エ ッ セ イス 
ょ ト 、 温 画家 、 ジ ャ ー ナ リス ト 、 開 発 者 、 ミ ュー ジ シ ャ ン 、 デ ザイ ナー な どの 才能 と 情熱 に 満ち た コミ ュ ニ ティ が 、 旅 
人 の 仲間 た ちと 同様 に 彼 の アイ ドル に も 敬意 を 表し 、 一 声 で あな た に 感謝 の 意 を 表し て いま す 。 

小島 秀夫 さん 
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ARKARTI idum 


DEVIANART: Arkarti 
TWITTER: ArkartiArt 
TUMBLR : Arkarti 


BIO 


Stefanie, known as Arkarti, is a 25 year old artist from Germany. Drawing was, and always will be, a major 
part of her life. All career paths she chose lead towards one goal, to become an digital artist. In 2018 she 
successfully graduated with a Bachelor of Arts degree. 


Fanart is still a huge motivation for her. It’s a way of showing what you love with like-minded people all 
around the world. And what's better than sharing your appreciation for your favourite thing? That was one 
of the major factors that fueled her learning process as an artist. 


Fa A RE = 


ABOUT HIDEO KOJIMA 


One of the first things | ever came in contact with was MGS3. | fell in love with the extraordinary storyline 
and the little goofy parts of the game. Even though | hadn't had the chance to play it myself and was more 
on the backseat gaming side. Then, finally, | got the chance to play MGSV myself on pc and had a blast. 


Kojima did always have a keen eye for storytelling and good cinematography. That’s what amazes me with 
his games. He’s daring and willing to take steps other companies may not take. He pushes forward with his 
vision in mind, and that’s what matters! Do what you love and keep going forward. I'm thrilled to see more 
of his work in the future. 


Thanks for being such a great inspiration! 


小島 秀夫 と デス ・ ス トラ ン デ ィング に つい て 
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ARTOFTZU / MALAYSIA 
TWITTER: Art of tzu 
INSTAGRAM : Artoftzu 
ARTSTATION : Artwodeetwo 
FACEBOOK : ArtofTZU 


BIO 


Artoftzu started drawing stickmen around 6 years old, traced favourite super heroes around 8, moved to 
copying manga thereafter. A graphic designer by profession, he recently partnered with writer Aaron Cali- 
meri and successfully launched a crowd funding campaign for a sci-fi thriller espionage type comic called 
CyberShock ver.1. He’s working towards becoming a full-time artist drawing stuff he love, which are Sci-Fi 
and Cyberpunk related artworks. 


ABOUT HIDEO KOJIMA 


This man’s work & vision has made a huge impact on my art career. His design & gaming ideas are simply 
out of this world. Even though I’m not of a gamer, his ideas realized through the art of Yoji Shinkawa's art 
style has mostly influenced a big part of my recent journey as an artist. | hope Kojima san will continue to 
be successful in all his future endeavours. 


小島 秀夫 と デス ・ ス トラ ン デ ィング に つい て 
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BRAINERROR/w 


TWITTER: Brain_error 
INSTAGRAM : Brainerror_official 
YOUTUBE : Brainerror 

TWITCH: BrainerrorGaming 


BIO 


Born in Rotterdam Holland in ‘83, Dinny had a natural predisposition for creativity. From a young age she 
was able to express her thoughts and ideas within a wide variety of mediums.Moving abroad at 18 from 
of her family home proved to stimulate the creative flow of her mind, even though her disabilities (CFS/ 
Fibromyalgia) get in the way a lot ofthe time, this does not stop her. It wasn’t until late 2018 that she started 
to fully explore digital art: self taught she continues to develop to this day. 


ABOUT HIDEO KOJIMA 


Dinny has always had a different view of the world than many of her peers being told by superiors growing 
up that she had a unique way of thinking, an old soul in a young body. Feeling isolated in her views, it was a 
true blessing to see Hideo-sama who perceived the world in a similar way and translated that into his ideas 
thus reaching out and reconnecting those in need. 


Hideo-sama is observant, intuitive, informed as well as being deeply connected to a world that is otherwise 
so disconnected from itself. It was oxygen to her lungs. The courage to follow ones dreams fighting every 
inch of the way is something that resonates deeply with her. She ‘ll be forever grateful to know of Hideo-sa- 
ma’s work and know of his soul. «Thank you from the bottom of my sore heart.» 


小島 秀夫 と デス ・ ス トラ ン デ ィング に つい て 
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COFFEE N PERSPECTIVE / SINGAPORE 


TWITTER:Dliciousdogfood 
INSTAGRAM : Coffee.n.perspective 
ARTSTATION : Marcwashere 
FACEBOOK: Marclee84 


BIO 


Marc Lee is a digital and traditional artist with 16 years of experience in the creative industry. More often 
associated with his love of military themed artwork, he is also known for his keen eye in realism and atten- 
tion to detail in his traditional and digital artwork. He is currently working as a full-time concept artist in the 
game industry and keeps busy with his various illustration projects and personal works. 


伝記 


シン ガ ポ ー ル 


(Marc Lee) は 、 
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ABOUT HIDEO KOJIMA 


Metal Gear Solid, 1998. The game that started it all for me! The sounds, the amazing graphics (for 98’!) and 
gameplay was such a novel experience that it left a deep impression that lasts and inspires me to this day, 
as | am sure many others can agree. | was deeply intrigued by the world Hideo Kojima crafted and | wanted 
more of it. 


As for Death Stranding, playing through halfway | knew | had to do fanart to express my immense enjoy- 
ment and pleasure | got out of the game and experience. With such a haunting storyline and vibrant cast 
of characters, my take on Sam and BB is my little tribute to the masterpiece that is Hideo Kojima’s Death 
Stranding. | would hope to one day revisit Sam, BB, Die-hardman and the rest of the crew again, if not in a 
new story, at least back in the UCA from the current game. 


My thanks to Hideo Kojima, Yoji Shinkawa and the team at Kojima Productions for the experience and may 
you guys keep inspiring the next generation and more to do great things. Keep on keeping on. 


小島 秀夫 と デス ・ ス トラ ン デ ィング に つい て 
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CARMEN BITSCHER саму 


TWITTER: Crisiscarm 
INSTAGRAM : Cbsculpts 


BIO 


Carmen Bitscher, born in 1998 is a self-taught sculptor from Germany. 


ABOUT HIDEO KOJIMA 


A few Years ago, a good friend of mine introduced me to the Metal Gear series, and therefore to Kojima’s 
work. | was instantly in love with his way of storytelling and the use of socially critical themes. 


When the first Death Stranding trailer dropped, | was blown away and couldn’t stop theorizing what the 
game will be about and got more and more excited to play it by the day. After the Game was finally released, 
I couldn't stop playing. Everything fit together perfectly to create one breath-taking experience. The Game's 
art, design, story, music and especially the unique gameplay, made it one of the most memorable games 
I’ve played in recent years. 


Its art and design gave me the inspiration | needed to continue my studies on modelling and sculpting. 
Thanks to Death Stranding I’ve found my love for sculpting again and got to work on this book with so many 
amazing artists dedicated to someone whose stories inspire all of us. Thank you for your hard work Hideo 
Kojima & Yoji Shinkawa. 


小島 秀夫 と デス ・ ス トラ ン デ ィング に つい て 
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CROWSMACK ww 


TWITTER: Crowsmack 

INSTAGRAM : Crowsmack 

FACEBOOK : Crowsmack 

WEB: https://crowsmackart.com/ 


BIO 


Gibbs Rainock started out as a concept artist in the videogame industry. He’s spent most of his career wor- 
king at Electronic Art, Red Interactive and Hasbro creating environments, characters, and toys! 


| obsessed over every detail in the Death Stranding trailers before it’s release. For me looking at all the 
teases and guessing at everything is so intricately wrapped into the entire experience. So, while I’m playing 
the game, I’m remembering the things | saw previously, and my mind is making all these connections. The 
teases, images, messages was Death Stranding Part 1. Playing the game was Death Stranding Part 2. 


My daughter was watching me play Death Stranding and | remember she watched as | journeyed through 
the game. | was overburdened, exhausted as | arrived at the edge of a cliff and saw a Bridges building. | 
was relieved but also worried because | didn’t have ladders or ropes left. | slowly made my way down the 
cliffside all-the-while balancing my immense cargo. | made it to the bottom and Low Roar began to play. 
| looked out to the misty landscape. At that moment my daughter said, “This is just beautiful” which | 
agreed! 


| really appreciate the time Hideo Kojima took to give us Death Stranding. I’ve never seen a game with this 
kind of polish do so many new and interesting things. | appreciate this wonderful vision. Thanks again to 
Hideo Kojima and his team of artists, engineers, and workers at Kojima Productions for making this. 


小島 秀夫 と デス ・ ス トラ ン デ ィング に つい て 


コジ マブ プロ ダク ショ ン の スタ ッ フ の 


N 


Hideo Kojima 


і 


DELPHINEBACK amuw 


TWITTER: DelphineBack 
ARTSTATION : Delphinebaccaro 


BIO 


I’ve always loved art in all its forms, I’m curious to learn new ways to improve my work, but also myself. 
After finishing my fashion school, I’ve decided to do a Master's Degree in concept art. 


伝記 


私 は あら ゆる 


ABOUT HIDEO KOJIMA 


| discovered Hideo Kojima’s works through a special person and his way of proceeding inspired and intri- 
gued me. He’s interesting in everything. 


We can see it in his games, about how music and movies influence him. Usually we care much more about 
making perfect sense to a story if | may say that. But he always tries to bring something diverse to the story, 
and unexpected, which is refreshing and surprising. 


I would like to refer him as the Tarantino of video games, because his characters are like Tarantino’s charac- 
ters with cliché names and looking and crazy weird stories. 


All the hard work, putting into his new game (Death Stranding) was something motivating and an example 
for me to follow, as a person and as an artist. 


小島 秀夫 と デス ・ ス トラ ン デ ィング に つい て 
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TWITTER: DELTAMAGNA 
INSTAGRAM : Deltamagna 
FACEBOOK : Deltamagnaofficial 
WEB: www.deltamagna.com 


BIO 


Avery is a concept artist, character designer and writer from the United States. Her artwork heavily features 
mercenaries, monsters, and militaria, and she is currently working on an ambitious personal project featu- 
ring the aforementioned themes, titled Lotus Eater. 


ABOUT HIDEO KOJIMA 


The works of Hideo Kojima, complimented beautifully by the artistic direction of Yoji Shinkawa, have been 
a constant source of inspiration for me throughout my career as an artist and writer. The stories and scenes 
that are woven by these visionaries have never ceased to amaze, enthrall and motivate me. 


| hope to one day create works that will inspire generations of dreamers, just as Hideo Kojima and Yoji 
Shinkawa have done. 


Kojima-san and Shinkawa-san, thank you for sharing your brilliant works with us, and thank you for inspiring 
me to always reach for greater things. l'Il keep coming! 


小島 秀夫 と デス 
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DREAMER QLDBOSS вик 


TWITTER: DrEaMeR_OldBoss 
INSTA6RAM:Dreamer_oldboss 
FACEBOOK : DreamerOB 


BIO 


Marc is a «self-made artist», as he describes himself, and has been drawing for as long as he can remember. 
His style consists of a mix of western comics and manga, on top of which he adds a little bit of what he calls 
the «Shinkawa style»! Marc discovered the art used for the Codec conversations in Metal Gear Solid and 
found it very appealing. 


伝記 


ABOUT HIDEO KOJIMA 


| ат a big fan of 80's and 90's action movies, and | loved MGS with its punchlines and movie feel. All of that 
was before | was lucky enough to meet the Godfather of video games himself. It was in Paris in 2010, Hideo 
Kojima and Yoji Shinkawa were there, and | wanted to give them both a drawing, although | was fairly sure 
it would end up in a bin. Still, | took my chances. After that, every time | heard they were coming to Paris, 
I was there. | even took days off from my job! And every time | would prepare a drawing or two to give 
to them. In February 2013, as Metal Gear Rising was being launched, | came with my Solid Snake «pixel» 
cosplay gear, and surprise: Mr Kojima himself wanted to see me backstage because he was impressed with 
it. When I took off the mask, | saw the change in their faces, and | will never forget it. | never thought they 
would recognize me, and even less my drawings, but their translator then told me not only that they did... 
But Mr Shinkawa then added that my drawing was getting better every time we met! | felt so honoured 
words can hardly describe it. 


小島 秀夫 と デス ・ ス トラ ン デ ィング に つい て 
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EDWARD DELANDRE нак 


TWITTER: Edward: Delandre 
INSTAGRAM : Edward.delandre 
ARTSTATION : Edwarddelandre 
FACEBOOK : Edward-Delandre-Art 


BIO 


Edward Delandre is a Concept artist from France who works at Eidos Montreal who would rather paint with 
traditional media than digital. 


ABOUT HIDEO KOJIMA 


| got a copy of death stranding on the release date and didn't play it as intended, | had no internet connec- 
tion and was forced to go through it alone. | finished it and it was wonderful and felt a sense of pride but 
decided to replay once | had the opportunity to play with others. 


Seeing everyone’s contribution to the game really made the game come to life. | hadn’t seen anything like 
that in a game before, strangers on the internet were now my allies and helped me get through many obs- 
tacles. The feeling of having an entire community helping you out is lovely and it was pleasant to be able 
to return the favour! All in all | guess death stranding is not for everyone but if you just gave it a go, you 
would probably understand the greatness of it! I’m looking forward to new games by Kojima Productions, 
a company that seems to take risks in an industry where every video game starts to feel the same. Thanks 
Hideo, that was grand. 


小島 秀夫 と デス ・ ス トラ ン デ ィング に つい て 
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ELIANT ELIAS гмехсо 


TWITTER: ELIANT ELIAS 

INSTAGRAM : Eliantelias 

ARTSTATION : Eliant 

WEB: https://eliant.carbonmade.com 


BIO 


Eliant Elias, born in Mexico in 1983, was very attracted to art even as a child. In addition to drawing, he 
took classes of oil painting at the age of 12, and at 18 he naturally decided to study fine arts at Guadalajara 
University. During 4 years he improved his skills, and at the end of his studies he was chosen to be part of 
an animation project called Batallon 52 as a concept artist. 


ABOUT HIDEO KOJIMA 


When we speak of geniuses and visionary people, we are speaking of Hideo Kojima, a genius in every sense 
of the word. His works are full of emotion and intelligence and it is not for nothing that they are already 
icons in the history of video games. Death stranding is simply a masterpiece which has captivated me and 
intrigued me every time | play it. It shows the labor of love that Hideo Kojima and all the staff put into 
creating this masterpiece. 


Thanks to my friend Tarak for inviting me to participate for the second time in the creation of this book and 
for having selected me to do the cover. Thanks to the community of fans who have supported me whenever. 
| have published a new illustration referring to Death Stranding or Metal Gear, all of them are a product of 
the respect and admiration | have for the great Hideo Kojima. With love to all. 


小島 秀夫 と デス ・ ス トラ ン デ ィング に つい て 
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ELINA PIRES вис 


TWITTER: ElinaPires 


BIO 


I'm a freelance artist from Brazil. My dream is to work in the game or animation industry. | have a passion 
to tell stories and to show my own interpretation of the movies and games | love. 


ABOUT HIDEO KOJIMA 


Гат a big fan of the horror genre. | have been into it since | was a little girl and that got me so used to horror 
that movies and games could no longer scare me, so it is frustrating. 


But then there was PT., the playable teaser for the new Silent Hills. That feeling again, chills down my spine, 
a fear to simple turn in a hallway, the adrenaline | have not felt in years. | was upset when it was cancelled 
and took me years to finally accept that, but my admiration kept up with Kojima’s works. 


When Death Stranding was announced, | was immediately interested because it was weird and I love weird 
stuff as much as | love horror, but | couldn’t even dream of the impact this game would have in my life 
years later. Death Stranding gave me reasons to laugh, to be worried, to cheer up and to cry in one of the 
moments | needed the most and | will always be thankful for that. 
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EVA MARTIN › sean 

TWITTER: EM Martin86 

INSTAGRAM : Emmartin86 
BIO 


Graphic and web designer, illustrator, and teacher, Eva lived and studied in several places in Spain and Po- 
land, which gave her a wide knowledge of cultures and art and helped her to cultivate her skills. She favour 
traditional art over digital, but most of my professional work has a digital base. 


伝記 


ABOUT HIDEO KOJIMA 


I must thank Hideo Kojima because he gave me the chance to get know the art of Ashley Wood. | know he 
only took part in the graphic novels and not the actual Metal Gear games but still he has been a huge inspi- 
ration for me. So, thank you, Mr. Kojima because you always work with the best team. 


For me Kojima is a man to look up to. He has been in the best studios, got to the top and came back rein- 
vented, putting all he had to give, all his passion and ideas, his feelings and trust in the team that brought 
us this jewel called Death Stranding. 


When | watched the first trailer, my first thought about it was : “I don't know what this is, but it’s the reason 
that will make me buy a PS4”. After watching it a couple of times more, | felt in love with the music and the 
aesthetics. | have to say that it was not a difficult since things that | appreciate in art are macabre concepts, 
shiny stuff and moving music. Death Stranding got all of them. Once | finished it, | have to say that this game 
touched something deep inside me. It does not leave you unmoved, it simply cannot. Either you love it or 
hate it. And oh, boy, | did love every single second of it. 


= 


TAA 


| 


FRANZI FROSCH еман 


TWITTER : FroschFranzi 
INSTAGRAM: Franzi__frosch 
FACEBOOK : Ranateasfroschteich 


BIO 


I’m Franzi, a goldsmith and hobby artist from Germany. Crafting and drawing really are my passions and | 
love to try out new techniques when it comes to recreate props from movies or my favorite video games. 


ABOUT HIDEO KOJIMA 


What impresses me most about Hideo Kojima’s games are the worlds he creates. They are always so well 
thought out, complex and detailed that | always find myself caught in it and when | finally stop playing, 
hours went by and it felt just like minutes. Especially Death Stranding with the unique stories of the charac- 
ters and the stunning designs by Yoji Shinkawa really captured my attention for years and with every new 
trailer that came out | wanted to play this game even more. 


Kojima’s creative and original approach on the apocalyptic theme with the incredible atmosphere and 
beautiful landscapes holds a special place in my heart. Death Stranding will always be one of my absolute 
favourite games because of all these things and because it inspired me to create art pieces | really love and 
through which | made connections with people all over the world. 


小島 秀夫 と デス ・ ス トラ ン デ ィング に つい て 
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HAMMLINGU usa 
TWITTER: Hammlingu 
INSTAGRAM: Hammlingu 
ARTSTATION : Hammling 


BIO 


Hammond Liang is a self-taught illustrator who often goes by the name of «Hammling.» His notable works 
include artwork done for Glow by Ray Chou and Vincent Ferriero, Procreate, OGNYC, and Hoboman. 
Growing up in a tiny apartment in Chinatown NY, he always had a fascination in all things art. From martial 
arts to dance to illustration, he combines all of his experiences to bring motion and life to his artwork. You 
can find him as of late chugging dangerous amounts of coffee as he works on his creator-owned comic 
Monkey and Peach. 


ABOUT HIDEO KOJIMA 


Growing up, | was fortunate enough to experience various things that would spark my interest toward art, 
design, and storytelling. Of those things, games played a huge part: | love background design, character 
design, cinematography, writing; all which games and film use a lot of to convey story. 


My first introduction to Kojima’s work was metal gear solid 1, and everything he used to tell the story blew 
my mind, along with Yoji Shinkawa’s signature artstyle and designs; not to mention Psycho mantis telepathi- 
cally moving my controller and reading my memory cards. Of course, | was hooked on Snake’s journey and 
played through all the series as | grew up. Thanks for being an inspiration! 
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HO66VARTjw 


TWITTER: Art_of_tzu 
INSTAGRAM : Artoftzu 
ARTSTATION : Artwodeetwo 
FACEBOOK: ArtofTZU 


BIO 


My name is Matt Hogben from UK and I am a digital artist! | started drawing at a young age. When | started 
studying games development at college, | learned how to use my art digitally using Photoshop which is 
where | decided | wanted to be a digital artist. 


ABOUT HIDEO KOJIMA 


| have loved Hideo Kojima for like... ever! He is why I’m the gamer | am today. He made my most favourite 
game series of all time, Metal Gear Solid. He is my inspiration! | have had a few retweets from Hideo Kojima 
on some Metal Gear Solid pieces | done іп the past to now with Death Stranding stuff! It is just so nice that 
he looks at people's art and posts and you can tell he appreciates it. 


Yoji Shinkawa is my favourite artist ! He is so talented! | love his style of art since Metal Gear Solid! | remem- 
ber trying to copy drawings from Metal Gear Solid 1 when | was little on PS1. | even have one of his Metal 
Gear Solid pieces tattooed on my arm! 


Death Stranding really has been something special! | have mental health issues and this game has somehow 
helped me a lot.The way people get together and connect to help each other and get through the game is 
just amazing! And not just in the game, people in real life are getting together and just the whole commu- 
nity is great! With this book all artists and fans around the world have got together and it's so nice! Itis such 
a lovely project to be a part of and meeting other fans in the process has been great! 
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IAN LOGINOV www 


TWITTER: lanLoginov 
INSTAGRAM : lan_loginov 
ARTSTATION : lan_loginov 


BIO 


lan Loginov: 29 years old, lives in Almaty, Kazakhstan, works as an Illustrator, Also wrights music and makes 
music videos, He started drawing in 2011 and will continue to draw for the rest of his life. 


ABOUT HIDEO KOJIMA 


Inspiration is an extremely important tool and playing Hideo Kojima games has inspired me since | was a 
child. Thank you, Hideo Kojima and Kojima Productions, for being bold in your work and inspiring others 
with that courage. 


Death Stranding is a game that challenges established standards in the gaming industry. It may seem contro- 
versial to many, but the industry needs this game at a time when the market is completely monotonous. | 
will never forget the very touching final mission of Sam and BB. 


= 
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ISA FERNÁNDEZ ww 


TWITTER:lsaconlimon 
INSTAGRAM : Isaconlimon 
ARTSTATION : Isafernandez 


BIO 


I'm a digital/traditional illustrator and tattoo artist from Spain. | have been drawing for as long as | can 
remember. | studied Fine Arts in Madrid and Florence where | acquired many of my influences and my love 
for the Renaissance style. | also influenced by artist such as Jason Edmiston, Alex Ross and Rhys Cooper. 
Now | work as a freelance illustrator and | collaborate as an illustrator in Games Tribune, one of the best 
magazines in videogames press in Spain. 


ABOUT HIDEO KOJIMA 


Everybody knows the work of Hideo Kojima. | really respect him for that passion he put into his work. Has 
become an inspiration for many artist around the world. | never see before this extreme attention to detail 
in the art. Death Stranding is definitly more than a game. The atmosphere caught my attention from the first 
image | could see. And Cliff...Clifford Unger. The aesthetics of the character has made me fall in love. The 
terror and mystery that comes can be inspired the best horror movies. Kojima San, we are looking forward 
to see your next adventure. 
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IVAN DESPI joues 


TWITTER: Acidhousepost 

INSTAGRAM : Acidosivan & Wearetheacidhouse 
FACEBOOK : Wearetheacidhouse 

WEB: http://wearetheacidhouse.com 


BIO 


Ivan Despi is an illustrator, designer & animator who, along with his wife Pauline, runs the Acid House, a 
formidable team of directors, illustrators, animators and sound designers involved in design & animation. 


ABOUT HIDEO KOJIMA 


I started to get into Metal Gear with MGS 1, and then continued with Metal Gear Acid. Really loved the vibe 
then, but | started falling out of gaming after that because | got busy with the studio. When | got a PS4 a few 
Christmases ago, | thought the MGS world was too evolved for me to catch up and get into. When | heard 
Hideo Kojima was working on a new IP, | got excited. Death Stranding made me hop back in Kojima’s world, 
and man, it’s still as impressive and unprecedented as his concepts have always been. 
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KAEN / CHINA 


TWITTER: AnthonyKaen 
WEB: http://charles-xavier.lofter.com 


BIO 


Kaen is a pseudonym for a Chinese amateur illustrator of 19 years old. Although majored in computer 
science in University of Hong Kong, Kaen prefers to create entertainment products for people by art and 
narration. Being an art director like Yoji Shinkawa may be a good idea for Kaen. 


AR - め の エン ター テイ > 


も いい か も し れ 


ABOUT HIDEO KOJIMA 


Death Stranding is my first Hideo Kojima Game, and my first console game. Fortunately, this is a great start. 
In fact, | heard this famous name Hideo Kojima just before Death Standing released, on November 4, 2019. 


However, just like Kojima-san met Joy Division in the dark time of his college days, Death Stranding and 


Hideo Kojima are the savior that pulled me back from the edge of death that no one understood and make 
me reconnect to the world again. 


Since then, | have some memes belonging to Hideo Kojima in my body. He will also become an integral part 
of my creating career in the future. 
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KEWAIZI stance 


FACEBOOK : ManonKewa 
TWITTER: Kewaizi 
INSTAGRAM : Kewaizii 


BIO 


My name is Manon Moreau, i'm a young artist from France, currently, | am in 2D animation at the Pivaut 
school, | would like after my studies to make concept art and illustration to pass strong emotions through 
my drawings. I’m also a big fan of death stranding. 


名 前 は マノン ・ モ ロ 


フォ ー 


ABOUT HIDEO KOJIMA 


First of all, | want to thank Hideo Kojima, Yoji Shinkawa and the whole Kojima Productions team for their 
great work on the game. When | started Death Stranding, | was immersed directly in the game, it really 
marked me, on the aesthetic aspect, the chosen music gave me chills in the back. 


| really liked the message of this game, the idea of connecting people with each other and having a real 
human contact, it was a powerful and strong message. | loved walking for a long time, with the decors and 
the atmosphere, | was really immersed in the game. 


There is also, Lou, this character was really endearing, having a baby throughout the trip is super comfor- 
ting. 


| really like how Hideo Kojima perceives things, for me Death Stranding is a game that is incredible, it deeply 
affected me emotionally, | really can’t wait to play it a second time, | will do it again without hesitation. 
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KHALED AHMED sunman 


TWITTER: Century_wizard 
INSTAGRAM : Century wizard 


BIO 


Khaled is a die-hard Metal Gear Solid fan and a hobbyist who loves to make arts and character designs 
inspired by the works of Yoji Shinkawa. 


Video games and drawing have been my favorite hobbies since | was an elementary school kid back in the 
90s. | grew up loving many side scrollers of that era like Sonic and Mega Man and many others. My vision 
for games back then was that they were so simple and asking me nothing but moving from point A to B, 
until | played MGS. 


“| want a Hideo Kojima game”, that was the first thing | ask whenever | go to a video games store as a kid. 
After playing Metal Gear Solid for the first time on the PlayStation my whole perspective of video games has 
changed, it is Kojima’s games that keep my enthusiasm for gaming alive. 


Yoji Shinkawa the man who made me love arts even more, | remember how | was fascinated by his designs 
and spending hours and hours learning and using many methods to understand his way of drawing and 
get the hang of it. His unique brush strokes is the reason why I love arts and character design in particular. 
Death Stranding for me is not just “a Hideo Kojima game”, it is a life lesson, a special message delivered 
beautifully to my heart, its gloomy yet beautiful world is a perfect reflection of our life. The difficult terrains 
are nothing but incarnation of our life problems, and the scattered ropes and ladders are the people we 
need to get past these problems. It taught the importance of being connected and that we have to keep on 
till the end of the journey, till we reach to the beach. 
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KRISTINA BILOTA / CROATIA 


TWITTER: Kristinabilota 
INSTAGRAM : Kristinabilota 


BIO 


Kristina is 26 year old artist from Croatia. She graduated from the University of Split department of Philoso- 
phy and Art History. She works as a concept and 3D character artist in video game industry. In her free time 
she does photography, reads lots of books, plays piano and enjoys taking care of her plants. 


伝記 


d с. ティ x ( Krisen 7 ET "チア 出身 の 26 
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ABOUT HIDEO KOJIMA 


| grew up in a small village, far from the city and noise. My house is next to the sea, so | would spend most 
of my days reading books on the beach. | was fascinated with storms and heavy clouds, they would bring 
me dreams that were something I’ve never seen before. Everybody thought | was weird when | would tell 
those tales that seemed so real. My family couldn’t afford to buy me video games or consoles, it was very 
late that | started discovering that side of entertainment. | wasn’t familiar with work of Hideo Kojima until 
| saw the first trailer for Death Stranding. Suddenly it felt like | wasn't alone in this world, all those dreams 
were right in front of me, on the screen. That is when I felt deep connection with the game and his work. 

I don’t have the console, so | still didn’t have the chance to play it, but | can’t wait to try it and dive into 
those dreams while awake. 
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KROWMIUM ‚can 


TWITTER: Krowmiums 
(y INSTAGRAM : Krowmiums 


BIO 


Krow is an artist with a passion for games, anime and manga. Krow enjoys drawing cute things and chibis, 
as well as writing character analyses and original stories. Inspired by the stories of games and anime, Krow 
aspires to draw their own comic series and one day work as a concept artist. 


ABOUT HIDEO KOJIMA 


Having found Hideo Kojima’s games in 2014 starting with Metal Gear Solid (1998), | was enamoured by 
the depth of the characters and the intricacy of the story. As a huge fan of Solid Snake, | was amazed to 
finally connect with a character on such a deeply emotional and spiritual level. | also feel the way Kojima 
designs his games are unique and engaging for the players, even being able to manipulate them. With 
Death Stranding, the concept was very intriguing and | really enjoyed the theme of connections, especially 
by indirectly interacting with real players solely through helping and aiding one another. Kojima himself is a 
major inspiration on the way | want to create stories and work on the things | want to do. To me, he is not 
just a genius creator, but a person who is willing to turn his ideas and worlds into reality—reaching to fulfil 
his dreams through ambition and willpower. | look forward to Kojima’s next projects in whatever media they 
may be in! Thank you, Mr. Kojima! 
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KUBAUSHI sgmw 


TWITTER: Kubaushi 


BIO 


私 は ベネ ズ エ ラ 出 
て いま す 


ABOUT HIDEO KOJIMA 


| remember when Death Stranding was announced and | had the urge to draw something, then when more 
info came up | wanted to draw more. 


Like I’ve said before, kojima games and shinkawa artworks are inspiration material for me and | still keep 
thinking that | got influenced a lot and I’m happy to draw and advance as an artist while exploring the 
amazing works, worlds and designs, | hope to become greater and maybe to have the honor to work with 
them someday. 


(1 guess this is the dream of many of us! ) 
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q L1P3K4 aw 


TWITTER: L1p3k4 


BIO 


Lipeka is 24 old artist from Russia. Self-taught artist who wants to be better and drawing mostly of time. 


伝記 


Eipeka( リ ベ カ ) は ロシア 


いて 、 ほ と ん 


ティ スト 、2 4 歳 で す 。 独学 の アー ティ スト で 、 よ り 良 いも の に な り た い 


ABOUT HIDEO KOJIMA 


Hideo Kojima is one of the most important artist-influencer for me. His works is everytime fountain of ins- 
piration, but mostly | fall in love with Death Stranding. The relationship between Sam Porter Bridges and 
Clifford Unger is the most mysterious in the game, their story and bonds will give you goosebumps. 


Wheneverllearned new details about Cliff and what he wanted from Sam, it would take my breath away. It 
will be important to mention that | have been waiting for this work since its first announcement and it did 
not disappoint me in the least. Thanks you, Hideo Kojima! 


— 
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LAKIN ASHOLA /w 


TWITTER:Lakin_Ashola 
INSTAGRAM : Lakin_Ashola 
ARTSTATION : Lakin 


BIO 


Lakin is a 19-year-old student aspiring to become a concept artist for the video game industry. She is prepa- 
ring to begin her 1st year at university studying a BA honours in Game Art. Lakin's one ambition is to be a 
part of this new industry, and use her passion for games and art as a tool to create. 


伝記 


Lakin( ラ キ > 


ABOUT HIDEO KOJIMA 


| was aware of Kojima and his work from a young age, Metal Gear Solid and Yoji Shinkawa’s art being a 
major influence for me in my teen years. When | heard about kojimas departure from Konami and Death 
Stranding’s first announcement, | was excited to see what direction Kojima would take. Death stranding 
was the first Kojima game | got to fully experience, and | have an admiration for Kojima and his dedication; 
having a input in every little detail. 
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LIFEMACHINESA gu 
TWITTER: Lifemachine84 

INSTAGRAM : Lifemachine84 

FACEBOOK : Weakersides 


BIO 


I’m an illustrator and comic artist based near Amsterdam. | love playing a good video game, from psycholo- 
gical horror like Silent Hill to fantasy RPGs like Dragon Age and Divinity. Best of all: couch co-op games, so | 
can curl up besides my girlfriend and play games together! 


ジ や ディ ビニ 


ソフ ァ ー で の Co-op 


\ で きま す 
I only learnt about the Metal Gear games later in life, which in retrospect makes me a little sad. There are 
games that serve wonderfully as nostalgic, first-time exposures to gaming when you are younger, and | feel I 
missed out on that. (| was mainly playing Tomb Raider and Myst/Riven as a kid). A good friend of mine, and 
a big MGS fan, pointed out that some of my art reminded him of Yoji’s style. This was a big compliment for 


me since | always admired the MGS cover art. | even tried emulating Yoji’s style for a while, focusing on ink 
art, but in the end, | find that graphite and acrylics suit me better. 


Death Stranding, as a game, really inspired me over the years to make fan art again. | loved all the specula- 
tion, the suspense, and the amazing trailers that the DS team was putting out into the world. The timing of 
the game’s release was perfect for me and my girlfriend since we had to spend almost two months stuck at 
home (or at work) waiting for a delayed home improvement project to end. During that time, DS was one of 
the games that really took our minds off our worries and into another world. It felt amazing to be connected 
to other players and improve the world together. 
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LIMA / AUSTRIA | 


TWITTER:Limas_art 
INSTAGRAM : Limas_ art 


BIO 


Hi, I’m Lima and | am a hobby artist who picked up a pencil two and a half years ago again after a long break 
from drawing. | mostly get inspired by TV-shows, movies and of course video games. 


ABOUT HIDEO KOJIMA 


Until very recently | have never played a video game where Hideo Kojima was involved. My best friend is 
a big fan of his work and | knew who he was, but it was only this summer | was finally able to play one of 
his games when Death Stranding got released on PC. | enjoyed playing it immensely and kept playing for 
many many hours even after | finished the main story. | love the visuals, the story and the many unique 
and memorable characters. The ending was so touching it had me sobbing in front of my PC, even though | 
wouldn’t describe myself as a very emotional person. 


The joy and inspiration Death Stranding has brought me really got me hooked on Hideo Kojima’s work and 
Гат really looking forward to play both his old titles and his future projects! 
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LUCAS BITTENCOURT ваа 


TWITTER: Gemeomau_ 
INSTAGRAM : Lucas fbittencourt 


BIO 


Hello! | am Lucas, | am a graphic designer, illustrator, film maker and | simply love pop culture (of course). 
From games to comics and movies, every kind of creative medium excites me, and captivates me to the 
point | feel the need to create. I’m a vector artist, and | just love point п’ clicking until | see a character being 
born out of points and lines! 


伝記 


こん に ち は ! 私 は Lu 
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ABOUT HIDEO KOJIMA 


Before Hideo Kojima, | played games with zero passion. It was a hobby, sure, but it wasn’t something | really 
cared about. The first Metal Gear | played was MGS3: Snake Eater, and that game was something | knew 
| would never forget. Everything in that game was new for me, from the bold gameplay aspects, to the 
cinematics and care for details. From that point | knew | loved videogames the way Kojima designs them. 


He has vision, he has a talent for writing, he has truly badass stories to tell, and that amazed me. But, as 
a designer, | was really captivated by the mechanical design in those games. Everything is beautiful and 


unique, and even though the games differ from one another, it has a consistency. 


I found Yoji’s work and he quickly became one of my favourite artists in the world. These guys are legends. 
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MARCOS ALVAREZ зни 


TWITTER: Kukiolworks 
INSTAGRAM : Kukiol 
ARTSTATION : Kukiol 


BIO 


I’m a 27 years old concept artist from Spain. | have always been passionate about art in videogames and 
movies, | have worked for different videogame companies and projects since | finished my studies and I’m 
currently a freelance artist heavily influenced by science fiction and fantasy. 


A 


ABOUT HIDEO KOJIMA 


I never liked stealth games, ask any of my friends and they will tell you that my way of being stealthy is to 
fire a rocket launcher inside a bell factory. 


However, Kojima’s work has something special, something that resonates within me. Metal Gear intro- 
duced me to a new world of possibilities, full of moral dilemmas, philosophy, giant nuclear robots and 
hilarious details. 


Years later, | played Death Stranding and | spent more than 160 hours playing it during the first month. That 
game has been a lifechanging experience for me, the cinematics, mechanics, characters, music, the vast 
environment.. everything made me feel immersed and inspired. 


Death stranding has taught me how things that you do for your own good can help others and the real value 
of being part of a community. Kojima himself is a character of great importance in the videogame industry 
and it is really inspiring how he grew to become the game director that we know today and how He created 
Kojima Productions. 
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MATTHEW LAI uw 


TWITTER: Spartanuruk 
INSTAGRAM : Spartanuruk 
YOUTUBE : Spartanuruk 


BIO 


| am Matt, an artist from the UK who makes short films and animations. | am also an unboxing reviewer on 
YouTube who collects figures and gaming/ film merch. 


伝記 


Matt 
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ABOUT HIDEO KOJIMA 


| was first introduced to Hideo Kojima’s work when | was around 12 or 13 years old. The first game | played 
was Metal Gear Solid 3. | remember hearing about this game but never fully knew what it was about, ever 
since then my views on the gaming world changed forever. | later played the other MGS games in the fran- 
chise and to this day MGS4 remains one of my top 10 favourite games of all time, although MGS3 will always 
have a special place in my heart for being the first game | ever played from Kojima. | feel like Kojima is one 
of those legendary artists who come once in a generation, his vision and how he presents all his games are 
like nothing I’ve ever seen. There is no other game director who | admire as much as Kojima in terms of how 
he keeps creating these epic masterpieces with ideas and storylines that are incredibly rich and unique. 


Not only does Kojima create incredible storylines he also has a way to add a certain depth to his characters 
and along with Yoji Shinkawa’s beautiful concept art, together they really bring their protagonists to life and 
truly give them heart ultimately becoming iconics for gaming. | cannot wait to see what’s instore for the 
future and | hope Kojima San enjoys my work on Death Stranding. Thank you for creating these wonderful 
games for us and for being a true mentor in this industry, «You’re pretty good». 
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MESSYMARU mu 


TWITTER: Messymaru 

INSTAGRAM : Messymaru 
FACEBOOK: MessyWorksLEGO 
WEB: https://messymaru.com 


BIO 


Lu «Messymaru» Sim is a Philippine-based LEGO mech builder who specializes in Japanese style Mecha 
builds. Most of his build are highly influenced by popular Mecha Manga and Anime. 


ABOUT HIDEO KOJIMA 


I’ve been a fan of both Hideo Kojima and Yoji Shinkawa's work since the 2000s when my love for Video Ga- 
mes truly blossomed during the early Playstation era. Concurrent with my love for video games was my love 
for mecha and there were a few historical games on the Playstation that shaped my future, notably Zone 
of Enders. | was fortunate enough to find a Japanese Collector's Edition of it in Hong Kong during the early 
2000s. and it came with the huge ZOE artbook. Yoji Shinkawa and the whole art team's work and mechani- 
cal design just blew my mind. | got exposed to the mecha design first which led me to search for the games 
that he worked on and eventually full circled to Hideo Kojima's Metal Gear Solid. While the mecha in MGS 
were few and not really the focal point, | still enjoy picking apart the designs. 


| have to admit that | never played any MGS games since | would have preferred playing it in sequence from 
the first game. When Death Stranding came out, | took the chance to immediately play it and just loved it. 
While it wasn't a mecha game, | still thoroughly enjoyed it and is actually the only PS game I’ve gotten the 
Platinum Trophy for. I’m honestly still paying for a Zone of Enders 3 haha! 
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MOKSUTINN mm 


TWITTER: Moksutinn 
WEB: https://moksutinn.tumblr.com 


BIO 


| am 25 years old woman from Finland. | graduated as an ICT technician and got a job recently. Art has 
always been a hobby for me. In addition, | play video games and watch anime. 


伝記 
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肖 し まし た 。 ア ー ト は いつ も 


ABOUT HIDEO KOJIMA 


My first Kojima game was Metal Gear Solid 2 for PS2 in 2014. My dad had bought it from somewhere but 
neither us had played it at the time, so | had to try it. | fell in love with the lore and characters so much, | 
had to buy every game. | loved all of them, but MGS2 has a special place in my heart. 


I was obviously looking forward to Death Stranding as soon as | heard KojiPro was working on it. When I got 
it | couldn’t stop playing it. | was so excited to see where the story would go. 


| want to thank Hideo Kojima and his team about these fantastic stories and characters you have made. | 
hope you can continue making stories and games you love! 
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NIKOLA CIZMESIJA сета 


TWITTER: NikolaCizmesija 
INSTAGRAM : Nikola_cizmesija 
ARTSTATION : Nikola_cizmesija 


BIO 


My name is Nikola and I'm a freelance illustration and comic artist. | studied art and art history at the Aca- 
demy of fine arts in Zagreb, and | am a huge fan of comics, video games and movies and they shaped me 
into who | am today. 
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ABOUT HIDEO KOJIMA 


Hideo Kojima is my never-ending source of inspiration and motivation. His creative drive and his imagina- 
tion are unparalleled. What | love about his work is that it leaves a trace inside of you, his creations stick 
with us long after we are done with them. His ideas, his view of life and his message to us is what | love 
about him the most. Because in the end, there is nothing more important to a creator than to leave his 
mark on the world. 
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NINES AMARO , sn 


TWITTER: NinesHammerArt 
INSTAGRAM : Nineshammerstein 
ARTSTATION : Nineshammerstein 
FACEBOOK: NinesHammersteinArt 


BIO 


Nines Amaro is a Spanish illustrator formed in Audiovisual Communication at Carlos III University and in Arts 
at ESDIP Drawing School. This artist has worked mainly in advertising works as 3D and 2D artist, and also for 
some videogame projects. Nowadays Nines is working as freelance for McCann and other clients, and as 2D 
Art teacher for Design and Development for Videogames Master's Degree in VIU International University. 


ABOUT HIDEO KOJIMA 

It all started with Death Stranding. | hadn't played yet Metal Gear games so it was first experience with 
Kojima's work, with no previous personal preconceptions. The trailer and project presentation was appea- 
ling enough to get into this game, so different from others, and | needed to feel and think original and new 
concepts and experiences. | appreciated so much Kojima’s love in cinematographic storytelling, as | love so 
much visual narration and formed part of my own career. But in conceptual story and thoughts exposed in 
the game, | was just amazed. | was impressed about the depth subjects and how everything was exposed 
and treated. Not just the great idea to re-think life and death concepts, mixing these two worlds, making 
the spiritual matter a scientific reality. But there was thoughts and matters about biology, physics, psycho- 
logy, history, culture, literature...and everything made sense to conceive the whole Death Stranding world 


and concept. Also, the designs, concept art, the characters, the actors, and gaming experience, so different 
and a new player challenge. It really conquered me and changed part of my life. 
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OLEG TSOY колет 


TWITTER: Masterofspirits 
INSTAGRAM : Masterofspirits 
ARTSTATION : Masterofspirits 
FACEBOOK : Masterofspirits 


BIO 


Oleg is 29 years old freelance artist from Kazakhstan, has a bachelor’s degree in Art of architecture but 
mostly self-educated through YouTube. Prefer to work in semi-realistic style some combination of man- 
ga/anime style and style of European graphic novels. Loves robots, mecha, sci-fi, vehicles, cyber suits, 
weapons, and helmets. Trying to find his style, but slightly changes his technique a few times per month. 
Has a few published manga style one-shots but currently switching to webcomics. 


ABOUT HIDEO KOJIMA 


| wasn’t able to play Metal Gear Solid games until the Ground Zeroes and Phantom Pain. | saw all other ga- 
mes on video analysis and story videos on YouTube and a huge number of articles. | was deeply impressed 
by the art, character design, game design, and hidden mechanics. Plus, | love stealth actions and was plea- 
santly surprised that Hideo-san created the genre. Also, | was mesmerized by Yoji-san technique of drawing 
and how much he can say by just one brush stroke, | think that’s incredibly unique art inherent only by Yoji 
Shinkawa-san. And everything was even better in Death Stranding, | have never waited for any game so 
much as it. And | just want to say to Hideo-san, Yoji-san and the whole team of Kojima Productions - thank 
you all for the great game! 


小島 秀夫 と デス ・ ス トラ ン デ ィング に つい て 


139 


| 
OSKUNK me 


TWITTER: Oskunk 

INSTAGRAM : Oskunk _ 

FACEBOOK: Oskunk 

WEB: http://custom-art.blogspot.fr/ 


BIO 


Oskunk has always had the habit of drawing pretty much everything, but the geek universe is what inspires 
him most. In 2008, he posted a picture of his first custom on the web, a personal project he made just for 
fun. Since then he’s received a lot of orders and his works have generated some internet buzz. He now has 
a few expositions and great collaborations to add to his curriculum. His work consists essentially in mixing 
geek culture, graffiti and pop culture. 


ABOUT HIDEO KOJIMA 


Death Stranding is truly a unique, original and addictive game. 


| loved the graphics/universe, with the soundtrack the immersion is there. 
Not to mention the incredible casting, | was already a Norman Reedus fan, and I’m even more so now! 


Congratulations to Kojima and his team for offering us a game that is both addictive and exotic, video games 
are an art form and Death Stranding is here to remind us of that! 
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PETITCROC | muc: 


TWITTER: Petitcroc 
INSTAGRAM: Petit croc - 
WEB: http://petitcroc.wordpress.com 


BIO 


I'm a freelance illustrator and character designer. | am a self-taught artist and | studied computer graphics 
and cinema for 3 years. | grew up with video games and manga and they occupy a big place in my everyday 


ABOUT HIDEO KOJIMA 


Hideo Kojima is incredibly talented when it comes to tell stories. He manages to surround himself with 
talented people, and together they are able to make great projects. 


| also love Shinkawa’s artworks and | enjoy looking at his concept arts from the projects he worked on. He 
is a great inspiration for an artist like me. 


Death Stranding is a game | waited since it was announced. It is an amazing experience and brings a new 
way of playing video games. The story of Death Stranding is very touching and deep. You are immersed in 
beautiful landscapes and comtemplative music during your journey. | wanted to say thank you to Kojima for 
making me feel less lonely with this wonderful game and its community. 
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RAFAEL SISKA мех 


TWITTER: RaphaelSiska 
ARTSTATION : Raphaelsiska 


BIO 


I’m a concept artist and illustration from Coahuila Mexico, inspired by many sci fi games like Metal Gear 
Solid and Metroid. I’m dedicating myself to create and design characters and stories through painting. 
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ABOUT HIDEO KOJIMA 


One of the games that inspired me to design was Metal Gear Solid 3, one of my favourite stories, the way 
Kojima approach narrative was immaculate. 


Talking about Mr Shinkawa, he is my favorite designer, his mechanical concepts and character designs 
are pretty rad, but the fact that those designs were made like if they can exist in our world, make them 
awesome. 
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ROBBIE TREVINO usa 
TWITTER: Robbiestrevino 
INSTAGRAM : Robbietrevinoart 
ARTSTATION : Robbietrevino 
FACEBOOK : Robbie.trevino 


BIO 


Hello! I’m Robbie Trevino, a freelance concept artist and illustrator specializing in surreal and fantastical de- 
sign. My clients include Valve, Magic the Gathering, Mondo, Xbox, Amazon Games Studio, Netflix and many 
more, When I’m not helping others create their worlds I’m making my own. Also, | love to eat food, a lot. 


. Tool Band, 3d Tot 


Netflix, Cr 


ABOUT HIDEO KOJIMA 


Growing up in my more formative years Metal Gear Solid had a monumental impact on me as both a gamer 
and artist. Even more so as an artist, | have come to realize all these years later. In many ways that unique 
stealth gameplay experience created by Hideo and the visual aesthetic Yoji Shinkawa provided was more 
different at the time than anything seen or experienced before. Especially to me as an American, steeped in 
the gaming culture of the west at the time. 


Speaking visually, Anime and other more Eastern influences were newer to me and the West and MGS was 
one of the few things that really bridged that gap for me and introduced me to a different way of looking 
at things, aesthetically. As just a consumer of games at the time | didn’t understand the world building and 
artistic thought put into creating visual experiences such as MGS or any other game at the time. 


All these years later despite all the games, up hill struggles and experiences Hideo and his trusted few have 
experienced they still manage to defy the trends and create truly unique experiences. And they do so from 
a genuine place of love for what they do, this | believe is what resonates with me personally and the reason 
Death Stranding and other truly «Hideo» experiences | will always enjoy and look forward to. Hideo and 
crew, thank you for all the years of inspiration both past and yet to come. 
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SANABAREQ COLUMBO , mx 


TWITTER: ThisUserlsAngry 
INSTAGRAM : Thisuserisalive 


BIO 


I’m Sanabareq Columbo.A 21 year old hobby artist from Iraq studying English-Arabic translation. | upload 
my artwork online to people who share my interests and love for art. 
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ABOUT HIDEO KOJIMA 


When | was younger | wasn't a big fan of video games, to me they were a whole different type of experience 
that | never felt gravitated towards, personally thought that they lacked the impact that movies had: the 
story, the dialogue, the music all of which elicit deep feelings in me and often help inspire and motivate me 
to create my own stories as an artist. Not to mention that | never felt any sense of accomplishment when | 
finished a game. But that changed when | discovered Hideo Kojima’s work. His story driven gameplay ama- 
zed me. It felt like a whole cinematic experience and | often found myself very invested in the characters 
and the story More-so than the gameplay. Through his work, | was introduced to a whole new genre of 
entertainment that otherwise | wouldn’t have given a chance. Story driven video games are my absolute 
favourite. So thank you to Mr. Kojima and your team for changing my views and allowing me to enjoy video 
games in a way | never thought possible. 
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ü SARAM D / SAUDI ARABIA 
TWITTER: SaraM D 
INSTAGRAM : SaraM D 
DEVIANT ART: Sarasama90 


BIO 


Saudi Artist and comic author. Currently working in the animation production in the fields of visual deve- 
lopment and art direction. 


ABOUT HIDEO KOJIMA 


| have a lot of respect and admiration for Kojima-san. His pursuit of originality in all aspects of his games 
is incredible and his works in the game development industry will always hold a special place in my heart 
and memory. 


One of the very first things that caught my eye when seeing a copy of MGS1 was the beautifully distinct art 
on the cover. Ever since that time the work of Shinkawa-san inspired me and influenced my art style in a big 
way. | too strive to create works that will also touch the feelings of others and inspire them! 
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SEREN SONLU пике 


TWITTER: Serensonlu 
INSTAGRAM : Serensonlu 
ARTSTATION : Ser-en 
FACEBOOK : Seren.sonlu.1 


Seren Sonlu is a senior graphic design student in Ankara, Turkey. Video games were always a part of her 
life since childhood which also encouraged her to start drawing. Her dream is to be a concept artist in the 
gaming industry hopefully. She spends her time mostly playing video games, drawing, watching TV series, 
animes and trying to play her favourite game themes on the piano. She is such a geek! 


ABOUT HIDEO KOJIMA 


My first encounter with the works of Mr. Kojima was Metal Gear Solid. When | was a little kid | grew up 
watching my big brother play MGS series with great enthusiasm. Then became a big fan of his works. | love 
how you can feel obviously if a game was made by Kojima with his humor, great storytelling, music, and 
coolest characters. Such a familiar and warm feeling. His signature is embedded even in the slightest detail. 
Also that you are encouraged not to kill in the games. | have to mention that I’m in love with Yoji Shinkawa’s 
art style too! Death Stranding is also one of Kojima’s masterpieces with its mind-blowing and touching story. 
You can feel the Kojima effect everywhere in the game! It is really inspiring that Kojima kept continuing to 
create original ideas no matter what. He is the person that | admire the most, we are so lucky to have him. 
| should thank Kojima-san, Yoji-san, and everyone that worked on the game. | will always support them. So 
keep on keepin’ on creating!! 
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SERGIO MELERO sran 


TWITTER : Sermella 
WEB: http://sergiomelero.com 


BIO 


Sergio is a Spanish Art Director who works at Codigames and Games Tribune. His studies in fine arts have 
always been united by his passion for video games. Enthusiast of series like The The Legend of Zelda and 
artists like Yoji Shinkawa or Shigenori Soejima, he does not hide his great passion for Art Nouveau. 


ABOUT HIDEO KOJIMA 


My first contact with a Hideo Kojima video game was playing Metal Gear Solid on Playstation. From there, 
his visual style, his way of telling stories and the innovations he always showed in his video games, made 
him become one of my favorite creatives. Today, Death Stranding seems to me the beginning of a new era 
for Hideo Kojima, Yoji Shinkawa and the rest of Kojima Productions. 
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SERVAN CASTILLO еа 


R 
TWITTER: KenyuO5 
INSTAGRAM: Servankenyu 


BIO 


Гат an artist working at Titmouse Inc. in Los Angeles. | am currently working in the story department on 
action animation. Telling stories through my art is my passion. 
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ABOUT HIDEO KOJIMA 


Starting from Metal Gear Solid on the Playstation, all the way until now with Death Stranding, | admire 
Hideo Kojima and his work, his world building, characters, and how much insight he has in the world’s 
current events, how the past has influence it, and how the future might be affected by it. His knowledge of 
films and how much it influences his games and stories, is something that we as story tellers in the industry 
enjoy. | wanna say thank you to Kojima-San for being an inspiration to me every day,. | got to meet him 
briefly once,| said «Hi» in Japanese at ЕЗ 2018, and he responded with a wave. It was one of the greatest 
days in my life, but hope that next time it is a proper handshake. 


Death Stranding so far has been an incredible experience. The way the story unravels, and how it has taken 
effort as Sam, and as a player to work hard and connect the country, feels eerily like the current events now, 
we stuck in our homes, relying on delivery people, not touching and keeping the distance like Sam. The 
gameplay has been incredibly fun, realistic and dynamic. | am genuinely enjoying traversing the world, the 
music, taking in the environment, the incredible fest the artist at Kojima Productions have made here to 
bring Kojima-san’s world to life. | have not reached the end yet, but | have been enjoying and taking in every 
inch of this game. Thanks for letting us be «Ludens». Look forward to your next games. 
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SHERAZ ALÍ „канн 


TWITTER: Shezart 
INSTAGRAM : Shez_art 
FACEBOOK : Shezart 


BIO 


Sheraz is a concept artist and animator from Oslo. He studied at Noroff University where he specialised in 
3D design and animation as well as 3D film production. His art is inspired by Yoji Shinkawa’s work, and is 
recognized by many as being similar in style but also influenced by artists such as Kim-Jung Gi, Mike Butkus, 
David Finch, and Patrick Brown. 
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ABOUT HIDEO KOJIMA 


The moment | discovered a short video clip for the Metal Gear Solid 2 «making of», | was set on a new path 
that truly defined my artistic style. That clip showed Mr Shinkawa drawing Solid Snake... Not only did it help 
define my drawing style but it also inspired me to bring together my love of drawing and my passion for 
video games. Hideo Kojima himself has influenced me in many ways. From the depth of his game charac- 
ters, to the deep and complicated stories he writes, his way of overcoming boundaries with each project 
keeps him ahead of his time. It was the release of Metal Gear Solid in 1998 that caught my attention. Metal 
Gear Solid 2 confirmed the saga was every bit worthy of that attention, introducing a movie influence to 
video games like never before, even on the case of the game that mentioned Kojima’s name like a movie 
poster would! 


With the release of Death stranding the story was totally different. We didnt know much about the story. 
But what | was interested in was how the characters would feel given the fact that they were real actors. But 
again, thanks to Hideo Kojima and the art team of Yoji Shinkawa, | was blown away again. 
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TA2NB ym 


TWITTER: Ta2nb 
WEB: https://ta2nb68.wixsite.com/pixelandmore 


BIO 


TA2NB is a Japanese freelance pixel artist. He worked for a game development company in Tokyo from 
around 2004, where he was involved in the development of the Nintendo DS and PlayStation 2 games. He 
started freelancing around 2010 and have been doing so ever since. He draw a lot of pixel art for smart 
phone apps, poster websites, book illustrations, and like movies and LEGO. 


伝記 


の ピク セル フ 
7207 り i ら フ リー ウン シス 


数 の ビク セル ア 


ABOUT HIDEO KOJIMA 


Of course, as a Japanese, | knew Hideo Kojima’s name for a long time. However, | had never played any of 
his games, such as the Metal Gear series. (I didn’t intentionally avoid it. | had a limited amount of time...) 


In the midst of all this, | found out on twitter that he’s going out on his own and making some amazing 
games. Starting from a blank office, he assembled a talented staff and famous actors in an amazingly short 
period of time. Director Kojima is attracting attention from around the world. | was very interested in him 
as a Japanese person. And уе become one of those fans who wait for the release date. 


And Death Stranding has given me a gaming experience that will last a lifetime like nothing else. 
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TEOFT nuni 


TWITTER: Teoft_ 
INSTAGRAM : Teoftv 
ARTSTATION : Teoft 
DEVIANT ART: Teoft 


BIO 


АЛ., better known as Teoft, is a Finland based graphic designer, illustrator, and artist. He is known for his Yoji 
Shinkawa inspired art style, which he uses to draw fan art of various subjects, mainly video games. 


ABOUT HIDEO KOJIMA 


I was initially drawn into the Metal Gear series by the magnificent illustrations of Yoji Shinkawa and was 
eventually also captivated but the interesting storytelling of Hideo Kojima. 


The stories and visuals ofthe games inspired my art a lot back then, and they still do even now. Yoji Shinkawa 
remains one of my biggest art idols, and by studying his works I’ve learned a lot. 


Even though my art is inspired by his work, | don’t want people to think I’m just copying him; rather I’d like 
to think of him as an indirect mentor of sorts, if that makes sense. 
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TORBEN WEIT ww 
TWITTER: Torbenweit 
INSTAGRAM : Torbenweit 
FACEBOOK : Torben.weit 

BIO 


There has been two main passions in my life. Gaming and art. | love creating little worlds, images that 
speaks to the viewer guide yor minds to another world for a few seconds. During my art journey | wandered 
through many disciplines like filmmaking, 3D, oil painting, scultping, writing and coding. My hope is that 
every little piece leads to better art, a better way to tell stories to the world out there. Creating fan art is a 
great way to combine my passions for gaming and art, | can show the beloved characters and worlds from 
a different perspective. 


ABOUT HIDEO KOJIMA 


| ат a big fan of Hideo Kojimas work since the original Metal Gear Solid. | love how playful the game was 
created with all the little easter eggs to discover. To this day, the bossfight against Psycho Mantis is the best 
and most surprising battle of all time. For me, the journey of Death Stranding began with the announcment 
of Hideo Kojima founding a new studio. It began with him connecting so many creative and inspiring people, 
starting the game years before the title was released. With every little hint and every trailer that raised 
more questions than answering them we came closer to the climax, which was the PS4 blockbuster itself. 
Beside a great game that reinvented our thinking about how to play games, | really like the concept of the 
Ludens figure. It is a great design and brings back the idea of Homo Ludens, the playing human. Life is a 
game and | think Hideo Kojima shows us how to do so, connecting people and create something new and 
playful that inspires people from all over the world. 
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VALERIA FAVOCCIA (muy 


TWITTER: ValeriaFavoccia 
INSTAGRAM: Valeria favoccia 
DEVIANT ART : Serluxfero 


BIO 


Comics Artist born in 1988, she began to publish her first works at the International School of Comics in 
Rome, in 2009. She worked mainly as Comics artist and Board Game artist for Shockdom, Edizioni BD, Gate 
on Games and Attaccapanni Press, among the others. She actively works with Neoludica, organizing and 
leading Workshop and exhibition about Game Art. She’s most known for her works on «Doctor Who», «As- 
sassin's Creed Reflections», both for Titan Comics and «Mighty Morphin Power Rangers» for Boom!Studios. 
She’s currently working on a «Stranger Things».She loves unicorns, petting cats and playing videogames. 
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ABOUT HIDEO KOJIMA 


Death Stranding was the biggest journey in my personal videogame history and I’ve enjoyed every second 
of it. Starting from the very first announcement, back in 2016 till the end of the game, it instantly inspired 
me to create some art based on it. 


Not just because it involved my favourite actors of all time (Reedus, Mikkelsen, Baker), my favourite film 
director (NWR) and one of my favourite bands ever (BMTH), but mostly because all the environments, 
settings, characters, actually pretty the whole design of the game, felt like something that | always had in 
my head and suddenly became alive in front of my eyes. That’s why creating something based on it, always 
feels so natural to me. 


I wish I could say thank you loud enough to reciprocate what this whole experience gave me. Thanks to 
Kojima-san and the entire Kojima Production for this declaration of beauty, hope and love. 
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WALTER GIL vox 


TWITTER: VenomWalter_Art 
INSTAGRAM: Venomwalter_art 
DEVIANT ART: VenomWalter 


BIO 


My name is Walter, I'm 21 years old, | study in the Faculty of arts and design of the UNAM in México City, 
I’m planning to be an illustrator and work as concept artist on a videogame studio or for movies. One of 
my biggest inspirations is Yoji Shinkawa and his artwork, being him the reason of why I’m planning to be a 
videogame artist. 


ABOUT HIDEO KOJIMA 


Death Stranding was something more than a game, it was an experience. | didn’t believe when Kojima-san 
said that we all gonna cry but it happened. | cried with the story of Cliff, Die-Hardman and specially with the 
last delivery of Sam. | felt happy to meet Heartman, Deadman, Mama, Cliff, Die- Hardman they all have their 
story and you feel empathy with them. Just a few directors can make you to feel that. 


Definetely the games of Kojima are something more. since Metal Gear he has improved the way to tell a sto- 
ry and to make an experience more immersive with the player. He tries to make you think and to question 
yourself about what are you doing. He combines the best of the cinema, the books, and the games to make 
something different every time. He loves what he does and you can see that on all his games. He always 
tries to make something different, almost looks that he has no fear to go out of the comfort zone and that’s 
something that | admire. He believes in his projects and his people, he knows how to create connections, 
those are things that we all should do in our lives. 
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WE ARE ROBOTS етш 


TWITTER: Wearerobots au 
INSTAGRAM : WARcustoms 

FACEBOOK : Wearerobots.com.au 
WEB: www.wearerobots.com.au 


BIO 


We Are Robots is an Australian based business specialising in hand painted custom gaming controllers for 
serious gamers and collectors. Started and run by Alex Kemp in 2016, WAR works with AAA game publishers 
and avid collectors to create controllers that are as much a work of art as a functional controller. 


ABOUT HIDEO KOJIMA 


As a Nintendo an Xbox kid | was mostly sheltered from the genius of Kojima until the later generations of 
consoles. When the very first trailer for Death Stranding appeared online | knew | had to create something 
for what was clearly going to be a very special game. Why was there a baby in a jar? What was with all the 
dead sea creatures? Why was Norman Reedus naked on a beach? So many questions and with each new 
trailer and glimpse at the game even more questions were raised. Before the game was even released | had 
begun creating concepts, working with a local 3D printer (Ves Designs) and prototyping a concept design 
that was the most ambitious design to date. 


While working on the Death Stranding controller orders | managed to find time to play and complete the 
game (thought it took me four month to do so). | now know why Kojima is so highly regarded as an artist and 
game director. The game explored so many ideas and concepts and really made you feel the struggles of the 
characters through the sprawling world, gameplay and cutscenes. | will be keeping a close eye on whatever 
projects Hideo Kojima creates next and hope to continue creating artwork inspired by his creations. 
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YOSHINOYA HP mw 


TWITTER: Yoshinoya_hp 


BIO 


Hi, I’m Yoshi. 15 years in the game industry/Freelance/Graphic Designer/Dotter. Lover of Hideo Kojima’s 
work from Snatcher. | am very glad to take part in this book project. Thank you for letting me take part in 
this wonderful idea. 


ナッ チャ ー か ら 


ABOUT HIDEO KOJIMA 


| became a fan of Kojima’s games thanks to playing Snatcher as a kid, as well as Policenauts, Metal Gear 
Boktai and Death Stranding. I'm still playing his games as an adult so you could say | was raised by A Hideo 
Kojima Game. 


The greatness of Kojima’s games are not just the deepness of his stories, but it’s the enjoyment you get 
beyond the TV screen and the importance of the messages that he’s trying to tell us. Having been raised by 
Kojima’s games, | will continue to express the different emotions | have gone through playing them to the 
future fans of Hideo Kojima’s games. 


If drawing is a way | can support Kojima Productions, there’s nothing better than that. | hope | can continue 
enjoying and supporting them going forwards! 
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DEATH STRANDING 


TOMORROW IS IN YOUR HANDS 


| 
YVIELL mm 


TWITTER:Yvie |1 
INSTA6RAM:Yvie Il 
ARTSTATION : Yviell 
VK: Yviell 


I'm a self-taught digital artist from Moscow, Russia. I’ve studied linguistics and translation at university, but 
| always struggle to put my own feelings into words. Hence, | use visual language to express my fears, share 
my dreams and talk about anything else that touches my heart. 


自分 の 


LEY, Ò 


ABOUT HIDEO KOJIMA 


Video games, not unlike films, books or music, can be a powerful medium of artistic self-expression. Out 
of them all, the works that mirror its author’s mind and conscious experience are the ones that really 
stand out. As an excellent example, Death Stranding successfully delivers its emotional message through 
the lovingly crafted story, world and characters. It’s a meditative, cinematographic experience that hopes 
to influence the way you interact with the world around you, promoting the value of life, hope, gratitude 
and connections. It gladly teaches you a lesson, if you’re just willing to listen. Considering the game’s main 
themes, it’s funny that it has introduced me to some of the most incredible people I’ve ever met — I’ve fran- 
kly never seen such an intensely warm and welcoming community. In that sense, to me personally, Death 
Stranding has more than reached its goal: it’s been a catalyst of an immense positive change, and | have no 
doubt that its afterimages will linger. 
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ABYSSINIAN € PASTA COSPLAY оин 


TWITTER: Pasta_cosplay & Abessinier 

INSTAGRAM: Pasta cosplay €: Abyssinian cosplay 
FACEBOOK : Zahnpastacosplay & AbyssinianCosplay 
WEB : http://pasta-aby-cosplay.com 


BIO 


We are a cosplaying couple enjoying their hobby to the fullest. We love to learn new techniques to make 
our favorite characters come to life on pictures, in videos, live at conventions or on stage. We also love 
to share our knowledge with others by writing articles and hosting theoretical panels as well as practical 
workshops. 


As we like to compete in cosplay competitions, all of our Sam & Higgs costume parts are completely self- 
made. We drew up the parts in 3D programs, printed them on our 3D-printer and then cast, sanded and 
painted them to look like the real thing. Even some electronics were put into them, making them glow up 
like in the game. 


ABOUT HIDEO KOJIMA 


When we played Death Stranding, we were hooked with the game from the very start. The mood just 
captured us immediately, the cinematography and soundtrack as well as the story and the characters in it. 


When we started planning our cosplays for Death Stranding, a lot of friends wanted to join us in that ad- 
venture, bringing us all together. And even though this probably is still on hold until when conventions are 
allowed again and we don’t have to work on our costumes in self-isolation ( which is ironically a lot like the 
world in Death Stranding, huh ), we’re sure these cosplay groups will happen one day! 
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ANGELINA ZELDA ws 


TWITTER: AngelinaZelda 
INSTAGRAM : Angelinazelda 
VK: Angelinazelda 


BIO 


Angelina has always been an artistic girl who enjoyed creating things and playing video games. However, 
she could never find a hobby that would suit her quite right. Not so long ago, Death Stranding inspired her 
to try cosplay, which soon became her passion and brought her confidence and harmony. In her daily, now 
much happier life, she studies linguistics and teaching languages. 


伝記 


ン 


ABOUT HIDEO KOJIMA 


As a gamer, | like many games of various kinds. Nevertheless, some of them stand out, and Kojima-san’s 
works are of that kind. Combining revolutionary gameplay, wonderful acting, stylish design and engaging 
plot, they made me a fan quite quickly. Well, that is something all critically acclaimed games have, do not 
they? What made the Metal Gear Solid games truly special to me is the fact that they have a message, ideas 
to make said plot matter. In Death Stranding, Kojima-san not only repeated his past accomplishments, but 
showed that he continues searching for answers and exploring new and increasingly more actual topics. All 
that creates a very high bar for the creator himself, and many warned me that | am doomed to be disap- 
pointed when meeting him in person. As many times before with his games, he proved the crowd wrong 
and made an absolutely positive impression on me as a man who does all in his power to live to his ideals 
and share them further. Hideo Kojima is a powerfully inspirational person, and if | could meet him again, | 
would gladly repeat what | did last time - thank you Mr Kojima. 
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DALAHEN / russia 


TWITTER: Dalahen 
INSTAGRAM : Dalahen 
VK: Delahen 


BIO 


Hi! My name is Lina, I’m a beginner cosplayer from Moscow. Games, cosplay, creating something and sha- 
ring something with someone - this is what is now a big part of my life. 


ABOUT HIDEO KOJIMA 


Before | got acquainted with the work of Hideo Kojima, | only played western games. Almost all Japanese 
games passed me by. Now | can say with confidence that the Japanese approach to games is absolutely 
different. A completely different perception, sensation, from the details to the main idea. Death Stranding 
showed especially strongly for me personally how special this game is. A very deep plot, delightful charac- 
ters, their stories that remain in the memory and heart for a long time, interesting game design and elabo- 
ration of the world. You can talk for a very long time about how many meanings, details, subtexts the game 
has. To understand all this, you need to play yourself, to penetrate this world. It already costs a lot. This is a 
game that has no analogues yet. Death Stranding has forever taken a special place in my heart. 
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TWITTER: Daryl_cosplay 
INSTAGRAM : Daryl cosplay. jp 


BIO 


| started cosplaying Norman Reedus around December 2018. | always like to play as daryl Dixon and Norman 
Reedus. | spent a lot of time making this equipment and I’m glad that Hideo Kojima and Norman saw and 
liked it. 


ABOUT HIDEO KOJIMA 


Hideo Kojima has developed a game that connects people. Thanks to this game, | was able to connect 
with many people from Japan but also from the World. It was at the Tokyo Comic Con that he reaffirmed 
his influence. Even though it was a film festival, more than 200 people knew that Hideo Kojima and Death 
Stranding will be a part of the show, and they talked a lot about it. | am really looking forward for the new 
Kojima’s work! 
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ERIKA SOLOVEI nussu 
TWITTER: Ericasolovey 
INSTAGRAM : Erikasolovey 

VK: Erikasolovey 


Hi I’m Erika from Russia, | have been doing cosplay for about 5 years and try to select different characters, 


because | value acting skills in cosplay first of all. When | first saw the posters with the main characters of the 
game, | immediately began to associate myself with MAMA, and it was right, her story most of all hooks me. 


ABOUT HIDEO KOJIMA 


| would like to convey my gratitude to Hideo Kojima for such an unusual and controversial project. In no 
other game, have | seen such a beautiful combination of acting, design, music and general atmosphere. 
looking forward to your next projects. Best regards, MAMA cosplayer, Erica 
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FRAU HAKU, russa 


TWITTER: Frau_Haku 
INSTAGRAM: Frau_haku 


BIO 


I’m Frau_Haku, cosplayer from Russia, Novosibirsk (Akademgorodok). My real name is Olga. | have been 
doing cosplay since 2017, at the moment | have more than 30 completed costume, sew all my costumes 
myself and trying to craft. 


ABOUT HIDEO KOJIMA 


My acquaintance with the works of Hideo Kojima began with MGS. | didn’t have the right console to play 
the games on my own, so | explored this universe with the help of friends and their stories. And since then 
I realized what an incredible person Mr. Kojima is. Then, the very first Deas Stranding trailer came into 
view. He impressed me very much and | began to wait. Not missing every trailer. And then finally the game 
comes out. | go through it in one gulp in a few days. And at the finals | sit in tears for several hours. Such 
incredible characters, plot, message, and of course beautiful landscapes. This game turned out to be even 
deeper than І expected. You empathize with the main character as if you are on the other side of the screen. 
Honestly, no game impressed me as much as Deas Stranding. Even films do not cause so much emotion in 
me. Therefore, of course, almost immediately after passing, | began to do cosplay on Fragile. Also got a 
tattoo with BB, haha. 


| want to say thanks to Kojima from the bottom of my heart. I’m in love at this game, really. | hope there will 
be more such incredible projects on the rampage to amaze us fans. 
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FROSTYLVA norway 
TWITTER: Frostylva 
INSTAGRAM : Frostylva 
И FACEBOOK : Cryocaninecreative 
TIKTOK : Cryocanine 
ーー | 


BIO 


CryoCanine comes from Oslo, Norway, and has been cosplaying since 2014. Apart from cosplaying, she 
also loves playing video games, studying Japanese and practicing Krav Maga. Sometimes, she likes to call 
herself a “double-nerd” — a molecular biologist with a PhD by day, an irredeemable geek-culture junkie by 
night. When choosing her cosplays, CryoCanine always looks for complex, intriguing characters and striking 
characters designs. Maybe that is another reason why the works of Hideo Kojima appeal to her so much? 


ABOUT HIDEO KOJIMA 


When | first discovered the works by Hideo Kojima, | was immediately blown away and has been in love ever 
since. To me, his works manage to find a unique balance rarely seen in fiction. There are so many aspects 
that keeps me retuning to his games over and over again, be it the deep world-building, intriguing charac- 
ters or how he manages to balance discourses on complex topics ranging from politics to philosophy with 
humor that can range from subtle to childishly silly. And somehow - it all fits together perfectly. 

Death Stranding is another chapter in Kojima’s legacy that turned out to be an inherently unique expe- 
rience. I laughed, I cried, | walked through beautiful, haunting landscapes and | felt a sense of belonging and 
a common purpose, a sense of connection. 

Thank you, Hideo Kojima, for making my life so much richer and for being a never-ending source of inspira- 
tion. | can't wait to see what you will do next. 
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HAPPY JAMJAM ; nem 


TWITTER: Happyjamjam m 


BIO 


Hello my name is JAM. | live in Japan. I’m doing Fragile. 


伝記 


ABOUT HIDEO KOJIMA 


My first encounter with Hideo Kojima’s work was with Metal Gear Solid. But | felt the same excitement | had 
back in the days with Death Stranding. 


In the game industry, it has been said that it is difficult to continue developing next level games due to 
such individual independence. | think Hideo Kojima is really amazing because he keep continue to impress 


people. 


| thought it was important to apply imagination to someone’s existence and will. This work teaches the 
meaning and importance of connecting people. 


I’m happy to meet a wonderful work. Thank you very much. 
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КАТЕ NORI /russu 

| TWITTER: Kate_nori 
INSTAGRAM: Norihiro_meow 
VK: Norikhiro lui 


BIO 


My name is Ekaterina and | live in St. Petersburg. | work as a graphic designer, so the aesthetics and design 
of the Hideo games fascinates me professionally. 


ABOUT HIDEO KOJIMA 


For me, the work of Hideo Kojima is a game with the attention of the viewer, deep multifaceted stories and 
an incredible emotional message, work attracting the best specialists. Death Stranding inspired me incre- 
dibly, not only for creating cosplay, but also for developing a career as a game designer. 
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KENSATSU-KAN russ 
TWITTER: Kensatsu_Kan 
INSTAGRAM: Kensatsukan 

VK: Cosband_braingasm 


BIO 


In my cosplay, | always choose unusual characters that differ from the usual understanding of a “hero”, 
and characters close to me in my mood and philosophy of life. As soon as | saw the first trailer for Death 
Stranding, | told myself that | would do cosplay someone from this game, but then the characters were still 
unknown, the synopsis of the game too, and | waited. And as soon as | saw the Heartman trailer, | realized 
that this is my character. In addition, several friends said that | look like Nicolas Winding Refn and then 
cosplay was just a matter of time. As soon as the news appeared that Hideo Kojima was arriving at lgromir 
2019, | told myself that | simply had to see him and show him my cosplay, and | succeeded. The costume 
was created urgently to catch the convention, but it was worth it. 


ABOUT HIDEO KOJIMA 

My acquaintance with the work of Hideo-san began relatively recently, with PT. | was struck by the game 
with its atmosphere and artistic techniques. After that, | decided to get acquainted with the rest of the 
work of Hideo-san. And by the time the first trailer for Death Stranding was released, | could confidently 
call myself a fan of Hideo-san. 

| ат a gamer with massive background, but Death Stranding gave me a unique gaming experience. | have 
not experienced anything like this before. In addition, without going into details, | will say that Death Stran- 


ding helped me survive the difficult period of my life, inspire creatively and restore faith to life. Domo 
arigato Hideo-san! 
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LUNA TH mw 


TWITTER: Luna TH 


INSTAGRAM : Luna TH 


BIO 


I’m a cosplayer who enjoy making fun faction items. | usually cosplay at comic con to take a photoshoot 
with actors. Гуе never done game character’s cosplay before so that was my first challenge. | also made а 
based on Cliff costume. 


ABOUT HIDEO KOJIMA 


When | heard the news that Norman Reedus was going to participate in a game character, | know Hideo 
Kojima. And after that Mads Mikkelsen was take part in this game too, I’m a huge fan of him so I’ve been 
looking forward to it. Normally there’s only Easy Mode, but he added Very Easy Mode for movie fans like 
me since they have real actors. | didn’t usually play a lot of games so this mode was helpful, and it was what 
got me hooked on gaming. Blew me away. | had the opportunity to meet him last year and he was very 
gentlemanly and friendly at the time. Hideo is not only the Godfather of creating new things, but also very 
kind to his fans. 
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NUCLEARRAINE веом 
TWITTER: NuclearRaine 
INSTAGRAM : RaineProductions 
FACEBOOK : RaineProductions 


BIO 


A cosplayer at heart since 2007 with costumes ranging from pirates to cyberpunk styles. All from mo- 
vies to videogames, he enjoys to add «easter eggs» in his costumes just to see if anyone spots them. 
Giving other people a smile is always top priority for him, and what better way to do that than bringing 
beloved characters to life! 


ABOUT HIDEO KOJIMA 


«Genius» is a word that gets thrown alot when mentioning this beautiful minded man, honestly he is so 
much more. He is a visionary. 


This game was years of anticipation and left us in the dark for so long but in the end it did just as promised. 
It gave us a world where you feel lonely and that is something you don’t expect to feel while gaming. 
You’re «supposed» to feel happy or relaxed and whilst yes Death Stranding can be relaxing, it also makes 
you feel so isolated. It was perfect in that sense as every little interaction gave more meaning, especial- 
ly when characters were there and not as a hologram. What is truth? What is a lie? There were alot of 
tears shed and will every time even just the soundtrack is played, big kudos to Ludvig Forsell for that. 
The moment that will always stick with me though is Die-Hardman’s breakdown and Sam’s response. 


A beach full of thank you for the whole Kojima Productions team with this one of a kind experience. 
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KIRILL WINTER as 


TWITTER: RangerCatWinter 
INSTAGRAM : Rangercatwinter 
FACEBOOK : RangerCatWinter 


BIO 


My name is Kirill. | am 29 years old. | live in Russia. | am an engineer, photographer, gamer and aspiring 
cosplayer. | have been fond of the video game industry and video games since early childhood. | really enjoy 
traveling, exploring the world and getting new experiences. 


伝記 


| got to know Kojima's work a long time ago. | was very impressed with the MGS series. | studied this story 
a lot, read books, watched videos. This is a great job from a talented game designer. 


Hideo is truly an outstanding person of our time. He has incredible ideas. His games are forced to expe- 
rience the incredible emotion. | think Hideo Kojima, with his works, is trying to remind us of the problems 
of our society and our world. He wants us to pay attention to things that people have long forgotten. | really 
hope that someday Hideo create movie or TV series. This will allow even more people to get to know him 
and his ideas. 


Death Stranding is a work of art, a masterpiece, but not for everyone. Death Stranding is a unique game. 

| have been interested in this project since the day it was announced. Great atmosphere and interesting 
gameplay, gorgeous music, direction, thoughtful characters and an amazing storyline. | got a lot of incre- 
dible emotions during the game. Cliff Unger’s story touched me and my friends to the core. It was he who 
inspired me to create my cosplay. 


| want to thank Hideo for his excellent work. He makes you feel great emotions. Hideo you are breathtaking. 
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RAXY3 1643756 ‚ua 


TWITTER : Raxy31643756 


BIO 


Hi, my name is RAXY. | live in Japan and work as Product Desginer. | love Cosplay. 


ABOUT HIDEO KOJIMA 


The first time | got to know him was 15 years ago. After Metal Gear Solid 3 was released, | started listening 
to a podcast that Hideo started. 


In addition to being attracted to the personality of the fan service, his originality was very exciting for me, 
who was a creator at the time. 


As time went by, | met Hideo at the 2019 Tokyo Game Show. | still can’t believe it! It was like a dream. 
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SAYAPANNA лм 


TWITTER: Sayapanna 


lam a cosplayer in my thirties who expresses my feelings for my favorite work from my teens with cosplay. 
Experience working at a game company is an important asset. Let’s continue to cosplay with gratitude and 
respect for the Producers of the games we love. 


ABOUT HIDEO KOJIMA 


Metal Gear Online was my first encounter with Kojima’s work. Until then, | was not good at action games 
and used to be an image of what men would do, but | knew that | could enjoy them regardless of gender 
through Metal Gear Online. 


After that, | was able to experience a number of Kojima’s works, appear on his radio as one of the cos- 
players, and have the opportunity to get involved with Mr. Kojima works both publicly and privately. 


It is also memorable to be featured in an item in the game at «METAL GEAR SOLID PEACEWALKER». Right 
now, I’m just looking forward to the next Kojima Production’s work, and I’m doing fanatic activities through 
cosplay. 


Recently, | am incredibly happy to be connected with the same fans, so | hope that the circle of fans will 
spread even more! Let’s be connected. SAY PEACE! 
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SERSH ass 


TWITTER: Sersh_x 
INSTAGRAM : Sersh_x 


BIO 


I’m passionate about videogames and also graphic novels, films and books. | started cosplaying in 2014. 
Cosplay has always been for me the highest manifestation of love for the source and for the character. 


As a big fan of Silent Hill, | was immensely glad about the announcement of the new game. The collabora- 
tion of the talented Kojima and Del Toro with the charismatic Norman Reedus in the title role. | was very 


upset when PT. was canceled, but | was surprised and really glad when a new project was announced with 
the same wonderful people and other great actors and creators. 


Death Stranding is a great Game. Not only because it has an enchanting icelandic post-apocalyptic setting, 
unusual gameplay and storyline, a magical soundtrack, but also because it feels the soul, life and love of 
the creators. This is an incomparable gaming experience when you feel the presence of other people along 
the way. | experienced endless pleasure when | received my first portion of likes for a well-placed staircase 
or when other players support me in a boss fight. Thanks to Death Stranding, | connected with wonderful 
creative people and | met personally with Hideo Kojima and Mads Mikkelsen at Comic Con Russia 2019 in 
the costume of my beloved heroine Fragile. 


Dear Hideo, thank you so so much for such a wonderful project! You gave me an extraordinary gaming 
experience and made a great contribution to my personal life. | don’t have enough words to express my 
gratitude and love to you. | wish you all the best and many new no less wonderful projects. 
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STORMCOSPLAYS весом 


TWITTER: Stormscosplays 
INSTAGRAM : Stormscosplays 
FACEBOOK : Storm Cosplay & Art 


BIO 


Hello! I’m Lieven from Belgium. I'm 20 years old and | have been cosplaying for about 5 years now. | also 
have a degree in make-up! 


伝記 


ABOUT HIDEO KOJIMA 


| have only recently really gotten into Kojima & Shinkawa’s work. I was excited for Death Stranding ever 
since the first trailer back in 2016, but last year the real hype started. Now I’ve also gotten enamored with 
the Metal Gear Solid series! Kojima has this incredible, unique way of telling stories, always with lots of 
connections and details. Shinkawa has a stunning artstyle and great eye for design. | greatly enjoy cos- 
playing characters from DS and MGS because there’s always a nice mix between stuff you could find in real 
life and elements that are something new/fictional. 


Death Stranding was a new game experience for me, but it certainly didn’t disappoint at all. It’s a new and 
unique kind of gameplay, but it was done in just the right way. | loved every single one of the characters, 
their stories were believable and they felt like real humans. 
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PICTURES BY: BBXPHOTOGRAPHY 


SYMPHONIA COSPLAY ww 


TWITTER: SymphoniaCP 
INSTAGRAM : Symphoniacosplay 
FACEBOOK : Symphoniacosplay 


BIO 


I’m Symphonia, a Cosplayer from Germany. Since 2006 I’m making Costumes and most of all enjoy learning 
new techniques for crafting and sewing, as well as bringing the characters to life on stage and in photos. 


伝記 


ABOUT HIDEO KOJIMA 


Not only as a Cosplayer but also as someone working in Design and Filmmaking, | adore the aesthetic world 
Hideo Kojima, Yoji Shinkawa and their team opened to us with Death Stranding. The landscape, combined 
with post-apocalypic architecture, a variate of modern music and the surrealistic, yet immersive story com- 
bined in this game make it an unforgettable experience. 


I fell in love with Fragile's design when | first saw her in the Trailers and was overwhelmed with her well 
written and acted backstory. This makes it even better to work on this costume and poetry her as a cha- 
racter. 


As a costume maker | highly enjoy the diversity of techniques | can use for this costume, as well as the 
challenge of learning new ones. This costume quickly turned into one of my most elaborate projects and | 
cant wait to have a photo shooting with all her well designed items, in a fitting location to recreate a glimpse 
of the Death Stranding world in ours. | hope that ГИ be able to live up to this amazing reference and modern 
game classic. 
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TERU @ JOKER my 


TWITTER: From_Mrj 
INSTAGRAM : From_mr.j 


BIO 


Teru @ Joker was born in Kyoto and started cosplaying JOKER at Universal Studios Japan on Halloween 
2016. | especially like movies, manga, anime and games. | attended Kyoto Animation for one year and com- 
pleted the training of the company. My current job is design. 


ABOUT HIDEO KOJIMA 


Hideo Kojima's work | played for the first time is a SNATCHER. | remembered my favourite science fiction 
work from the character design of SNATCHER and was fascinated by the rustic story. | became interested in 
DEATH STRANDING because of the Cliff figure displayed at Shinjuku Prime One. Impressed by the amazing 
character design, | immediately ordered and played the PS4. When | was a student, | visited KONAMI at a 
joint employment briefing session between the school and KONAMI. When I think about the possibility that 
| was passing by Kojima at that time, | feel a relationship(strand). 
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XENORIDER sss 


TWITTER: _XenoRider_ 
INSTAGRAM : Xeno rider 
FACEBOOK : XenoriderCosplay 


BIO 


Hey, the name is Lukas! I’m 23 years old and live in Belgium. I’ve been cosplaying since 2010, when | made 
Link from The Legend Of Zelda. | use a combination of 3D printed parts and foam. 


伝記 


ABOUT HIDEO KOJIMA 

When the first Death Stranding trailer hit the web | was immediately intrigued and followed the project clo- 
sely. | just KNEW I had to cosplay Higgs when we first got a good look of him the TGS 2018 trailer. Together 
with my good friend NuclearRaine, we tried to figure out as much about his outfit as possible. Watching 
trailers frame-by-frame, changing brightness and contrast of screenshots,... until | was satisfied with the 
result. | premiered my cosplay at a local convention, and a few weeks later was able to meet Kojima and 
Shinkawa at Paris Games Week. My fellow Death Stranding cosplay friends and | were even invited into the 
PlayStation VIP area and got to take a group pic with Kojima and Shinkawa. It was one of the most amazing 
experiences of my life and | will forever cherish that memory. The next week was the release day of Death 
Stranding, and | did some promo with my cosplay in a local gamestore. Finally, Death Stranding was in my 
hands after all these years! When | came home from the promo | immediately started playing and my god, 
it was amazing. I’ve thoroughly enjoyed this game and am in love with the characters, world and story. Both 
mister Kojima and Shinkawa are absolute masters in their field. After | finished the game, | started working 


on improving my Higgs cosplay, now that | had a better view of what he actually looks like. Thank you for all 
the great games you have given us, mister Kojima and Shinkawa! 
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COMMUNITIES 


Art by : Salvatore Tabbi 


A HIDEO KOJIMA PAGE / THE PHANTOM MEME 


FACEBOOK: HideoKojimaPage / ThePhantomMeme 


Walter Gilpe is a 31 year old Kojima Productions fan from Germany (Heidenheim an der Brenz). He is the 
admin of two known pages on Facebook: «A Hideo Kojima Page» & «The Phantom Meme». Both pages have 
the purpose to entertain, inform, and to bring joy to the people. One page provides information about cur- 
rent topics around the KojiPro universe. The other page is known for sharing memes which include original 
content & memes made by our fantastic community! «A special shout-out to all the meme fan’s out there!» 


I would like to thank Hideo Kojima & Yoji Shinkawa! Both are geniuses in their field! It was the first Metal 
Gear Solid game on the original Playstation that changed my whole view on video games forever! Everything 
was so well made: The story, concept, gameplay, characters, music, the plot, animated cutscenes like a Hol- 
lywood movie, and of course the beautiful artwork! 


«A Hideo Kojima Game’s» never changed since day one! They always mix new current possibilities of a 
console with classic Kojima «style» of storytelling. For me, Hideo Kojima games will be forever my personal 
favourite place to take a break of reality! They helped me during multiple times when life tried to bring me 
down and they still help me and taught me a lot about life! It means a lot to me that | can say all these words 
in this book! | hope Hideo Kojima & Yoji Shinkawa will continue forever to create amazing worlds, fantastic 
characters, and beautiful stories. | will always support KojiPro and there is no «Game Over» for me! 


Also a big thanks to Tarak Chami for creating a connection through this book with all the KojiPro Fans around 
the world! Without you, our fanbase would not be the same! Thank you Tarak! You’re our Sam Porter 
Bridges! Keep on keeping on! 
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TWITTER: @F1NG3RSMUSIC FACEBOOK: F1NG3RSMUSIC YOUTUBE: FING3RsMUslc 


I’m a 33 year old music producer from Richmond, Virginia. I’ve been gaming since the age of 2. | make video 
game inspired original music as well as video game music remixes, pop culture remixes, anime remixes, 
parodies and mashups. As FING3RS I’ve done over 35 Metal Gear and Death Stranding remixes. 


Music is a powerful tool. A tool that when wielded correctly, can bring out the emotion of a scene far 
greater than without. I’ve always felt that not only does Hideo Kojima have good taste in music direction, 
but in music application. In Death Stranding, when you first climb over that big hill and the music starts, it’s 
magical. Sometimes it’s meaningful lyrics and swelling orchestras, while other times tension is built through 
nightmarish synths and creepy ambience. A great game has informative sound design and memorable mu- 
sic. This is something Hideo and his teams seem to pull off with ease and it’s one of the main reasons I’ve 
chosen music as a career. 
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FRENCH STRANDING 


TWITTER: FrenchStranding DISCORD: FrenchStranding 


FRENCH 
STRANDING 


Well what can we say just one year after the release of Death Stranding? So many things, so many great 
memories, so many hype moments, so many laughs with people | didn’t know at first sight. I’ve been the 
administrator of this fabulous community for a little over 2 years now, and it was created in December 2017 
just after the third trailer of Death Stranding by Aspic Viper. 


I’m personally not a big fan of Metal Gear but Death Stranding and its singular universe caught me straight 
away as soon as they were announced. Mr Kojima’s ambitions with this title were not only to make us feel 
a range of emotions that we find more and more difficult to express today, but also to reconnect with our 
peers, to recreate this connection between people that had been eroded with social networks. Is this a 
successful mission? 


From my point of view, his wager is completely won. Why is it a success? | only have to look at our com- 
munity that has grown so much in almost 3 years, at all those people who have become close friends and 
to whom I talk to every day. | reopened myself to the world thanks to Death Stranding, a game that really 
moved me and that | will never forget. French Stranding is still there and I hope it will last as long as possible! 


So, for all this, thank you Hideo Kojima! Thanks to you, we have become true Homo Ludens! 
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TWITTER: @Kojimalntel 


FACEBOOK : Kojimalntel 


My first contact with a Kojima game has been Metal Gear Solid 1, in 1998 thanks to a demo disc that came with 
the Playstation console. However, as | was alittle kid, | was defeated by the game's complexity and thus watched 
from afar the following years how everyone enjoyed Metal Gear but me. 15 years later, one of my best friends 
insisted that | play Peace Walker. | did some research on the series to get updated and started playing MGS3. 
Without realizing it | was already hooked into Metal Gear and I'm thankful | gave the series a second chance. 


MGS came back to my life when | was going through one of the worst times of my life (both at work and personal 
life). When | say Kojima saved my life, I’m not joking. His games gave me a reason to continue living, to learn 
that there is always another way, another truth. And from the man himself, after having read and translated 
several interviews, | learned that you can always start again, even if you have nothing you shouldn’t give up. 
Kojima mentioned that notall things іп life are good, that’s why he wants to give us “a patin the back” by creating 
games that can transform in strength to live, looking at tomorrow with a positive attitude. The same as movies 
did with him, | really want him to know that his games helped me and many other people around the world. 


As a fan, | learned touching stories such as brothers who didn’t talk in years being reunited at the release of 
MGSV an old fan from MGS1, now being a dad who experiences Death Stranding from a different perspec- 
tive, strangers becoming friends thanks to MGS. | was able to meet wonderful people from all over the wor- 
Id, among them | found my best friends. Kojima’s games encouraged me to do things | never thought | could 
do, like organizing fan meetings, making a fanbook and a comic for him, traveling to the other side of the 
world just driven by the crazy idea of thanking Director Kojima and his team for the huge impact they had, 
and still have, on my life and on the life of all the fans. Kojima is one of the most famous game creators of all 
time, and to think that he had time to welcome a fan and be interested in my culture is something that talks 
alot about how humble he is. From this experience, | have to say that it really touched my heart and became 
an important life event that | will never forget. At that time my Japanese was terrible and | regret not being 
able to communicate better, but thanks to this | also resumed my studies, so next time | meet him I’m ready. 


| came back home still not believing such experience happened to me and while we waited for DS 
to be released, my friends who organized the gift and I, worked hard to unite fans from Latin Ame- 
rica. It was amazing to see how many of us were feeling the same emotions and we had a place to 
gather and share them. | had the wonderful privilege of sharing each new trailer with fans who like 
me, were amazed and at the same time, puzzled. | loved taking part in all the theories and discus- 
sions that would come after Kojima released new information, from a trailer to a picture. | think one 
of the most interesting facts about fans of Kojima is that they love creating theories, investigating, ha- 
ving a free mind to sketch new worlds. We as long-time fans are used to this “before release” events, 
and we love to welcome new fans and encourage them to participate, to share their thoughts. 


Kojima’s works are timeless, limitless. No matter how many times you play one of his games, your perspec- 
tive may change. It accompanies us throughout our lives, giving us new lessons to learn. Thank you Tarak for 
this opportunity! As a fellow fan, | know how hard it is, as an organizer, to gather other fans, you need a lot 
of strength, determination, time, and positivity. This time | participate not as the organizer, but as another 
contributor representing the fans from Latin America. We salute our fellow friends from the rest of the 
world and a big THANK YOU to Hideo Kojima. 
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私 が 小島 監督 の ゲー ム に 初め て 触れ た の は 、1998 年 に プレ イス テー ショ ン に 付属 し て いた デモ ディ スク の お か 
げ で 、MGS1 を プレ イ し た こと で し た 。 し か し 、 子供 だ っ た 私 は その 複雑 さ に 負け て し まい 、 そ の 後 の 数 年 間 、 
私 以外 の みん な が メタ ルギア を 楽し ん で いる の を 遠く か ら 見 守っ て いま し た 。 そ れ か ら 15 年 後 、 親 友 の 一 人 が 
「 ピ ー ス ウォ ー カ ー」 を プレ イ し て みな いか と 言い 出し まし た 。 私 は シリ ー ズ を アッ プ デ ー ト する た め に いく 
つか の リサ ー チ を し て 、MGS3 を プレ イ し 始め まし た 。 気づか な いう ち に 、 私 は すでに メタ ルギア に は まっ て い 
て 、 シ リー ズ に 2 度目 の チャ ンス を 与え て くれ た こと に 感謝 し て いま す 。 


MGS は 私 の 人 生 の 中 で 最悪 の 時 期 (仕事 と 私 生活 の 両方 ) を 経験 し て いた 時 に 、 私 の 人 生 に 戻っ て き て くれ ま 
СЕ. 監督 の お か げ で 人 生 が 救 わ れ た と 言っ て も 、 冗 談 で は あり ませ ん 。 彼 の ゲー ム は 私 に 生き 続け る 理由 を 
与え て くれ た し 、 常 に 別 の 道 が ある こと 、 別 の 真実 が ある こと を 学ん だ 。 そ し て 、 彼 自身 の イン タビ ュー を 何 
度 か 読み 、 翻 訳し た 後 、 私 は 、 あ きら め て は いけ な いも の が 何 も な く て も 、 い つ で も や り 直 すこ と が で きる と 
いう こと を 学ん だ 。 小 島 監 督 は 、 人 生 の すべ て の も の が 良い も の で は な いこ と に 言及 し 、 そ れ は 彼 が 前 向き な 
態度 で 明日 を 見 て 、 生 きる 力 に 変換 する こと が で きま す ゲ ー ム を 作成 する こと に よっ て 、 私 た ち に 《 背 中 を パ 
УЕ 《 を 与え た い 理 由 で す 。 映画 が そう で あっ た よう に 、 彼 の ゲー ム が 私 を は じ め 、 世 界 中 の 多く の 人 の 役 に 
立っ で いる こと を 本 当 に 知っ で ほじ いと 思っ で いま すず 。 


何 年 も 話し て いな か っ た 兄弟 が MGSV の 発売 を 機 に 再会 し た り 、MGS1 の 昔 か ら の ファ ン だ っ た 人 が 、 今 は 違う 視 
点 で デス ・ ス トラ ン デ ィング を 体験 し て いる お 父さん に な っ た り 、 見 ず 知 ら ず の 人 が MGS の お か げ で 友達 に な 


っ た り と 、 フ ァ ン と し て は 感動 的 な 話 を 聞く こと が で きま し た 。 世 界 中 の 素敵 な 人 た ちと 出会う こと が で き 、 
その 中 で 最高 の 友達 に 出会え を まし た 。 フ ァ ン ミー ティ ング を 企画 し た り 、 小 島 監 督 の た め に ファ ン ブ ッ ク や コ 
ミッ ク を 作っ た り 、 小 島 監 督 と 彼 の チー ム が 私 の 人 生 と ファ ン の 皆さん の 人 生 に 大 き な 影 響 を 与え て くれ た こ 
と に 感謝 し て 、 世 界 の 反対 側 に 旅行 に 行っ た り と 、 自 分 で は 考え も し な か っ た こと を 小島 監督 の ゲー ム に 励ま 
され て いま す 。 小島 監督 は 史上 最も 有名 な ゲー ムク リエ イタ ー の 一 人 で あり 、 フ ァ ン を 歓迎 し 、 私 の 文化 に 興 
味 を 持っ て くれ る 時 間 が あっ た と 思う と 、 彼 の 謙虚 さ を 物語 っ て いる よう な 気 が し ます 。 こ の 経験 か ら 、 私 は 
本 当 に 心 に 響い た し 、 一 生 忘 れ ら れ な い 重要 な ライ フイ ベン ト に な っ た と 言わ ざる を 得 ま せん 。 当時 の 私 の 日 
本 語 は 下手 で 、 コ ミュ ニケ ーション が うま く 取 れ な か っ た こと を 後悔 し て いま す が 、 そ の お か げ で 勉強 も 再開 
で きた の で 、 次 に 彼 に 会 っ た と き に は 準備 が で き て いま す 。 


そん な 経験 が 自分 の 身 に 起こ っ た と は 信じ られ な いま ま 帰 国 し 、DS の 発売 を 待つ 間 、 プ レ ゼ ント を 企画 し て く 
れ た 友人 と 私 は 、 ラ テン アメ リカ の ファ ン を 東 ね る た め に 春 走 し まし た 。 多 く の 人 が 同じ 感情 を 持っ て いて 、 
それ を 共有 する 場所 が あっ た こと に 驚き まし た 。 私 と 同じ よう に 、 和 驚き と 同時 に 戸惑い を 感じ て いる ファ ン の 
方 々 と 、 そ れ ぞ れ の 新しい 予告 編 を 共有 する と いう 素晴らし い 特 権 を 得 ま し た 。 予告編 か ら 写 真 ま で 、 小 島 監 
督 が 新しい 情報 を 発表 し た 後に 起こ る 様々 な 理論 や 議論 に 参加 する の が と て も 楽し か っ た で す 。 小 島 フ ァ ン の 
面白 いと ころ は 、 理 論 を 作っ た り 、 調 べた り 、 自 由 な 発想 で 新しい 世界 を 描い た りす る の が 好き だ と いう こと 
だ と 思い ます 。 長 年 の ファ ン で ある 私 た ち は 、 こ の 「 発 売 前 イベ ント 」 に 慣れ て いま す が 、 新 し い フ ァ ン を 歓 
迎 し 、 参 加 し て も らい 、 考 え を 共有 し て も ら う の が 大 好き で す 。 


小島 監督 の 作品 は 時 代 を 超え た 無限 の も の で す 。 何 度 プ レイ し て も 、 見 方 が 変わ る か も し れ ま せん 。 小島 作 品 
は 私 た ちの 人 生 に 寄り 添い 、 新 た な 学び を 与え て くれ る 。 こ の よう な 機会 を 与え て くれ た タラ ク に 感謝 し ま 
す ! ファ ン の 一 人 と し て 、 主 催 者 と し て 他 の ファ ン を 集め る の が どれ だ け 大 変 か 知っ て いま す 。 今回 、 私 は 主 
催 者 と し て で は な く 、 ラ テン アメ リカ の ファ ン を 代表 する も う 一 人 の 貢献 者 と し て 参加 し ます 。 世 界 中 か ら 集 
まっ た 仲間 に 敬意 を 表し 、 小 島 監 督 に 大 き な 感 謝 の 意 を 表し た いと 思い ます 。 
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KOJIMA PRODUCTIONS FANS 


TWITTER: KojiProFans 


Kojima Productions Fans’s creator is a Spanish Fan named Alfonso Llano. This account serves as one of the 
largest Communities about Hideo Kojima & Death Stranding in the World. The objective is to keep people 
informed, promote artists and engage with Fans. 


Mr.Hideo Kojima himself follows the account and for me it’s definitely a dream come true. 


One of the first memories of my life is me playing Metal Gear Solid with my big brother, | was just a little kid 
who didn’t understand the complex story of the game by then, little did | know about how that franchise 
would change my life. Metal Gear has always been with me, Solid Snake, Big Boss, Otacon...every single one 
of those characters have served as inspiration in my life, and most importantly, the man, the legend, Hideo 
Kojima himself. Because yes, | love Metal Gear, | love Zone of the Enders and | love Death Stranding but for 
me this community is an opportunity to somehow interact with the man who changed my life, | try to watch 
a movie everyday because of him, | discovered some of my favourite songs thanks to him and | owe to him 
the much | love videogames. 


This is a message to you Hideo: «Thank You, you don’t even know about me but | want to let you know that 
| wouldn’t be who | am if it wasn’t for you and your games.» 


To the Fans/Followers: «Thank you, this started as a little project and it has become a strong community, | 
will do my best to always betray your expectations, Peace». 
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METAL GEAR INFORMER 


TWITTER: @Nyxus Mes FACEBOOK: MetalGearinformer YOUTUBE: MetalGearinformer.com 


Founded in 2012, Metal Gear Informer started out essentially as a Metal Gear fansite, but since the split between Konami 
and Kojima, it also focuses on Kojima’s new ventures. The website grew to be one of the most up-to-date, reliable, and 
popular Metal Gear fansites, and has a lively community. 


Kojima said something interesting during his Death Stranding world tour, days before the release of the long anticipated, 
mysterious game. “Sometimes | want people to kind of eat something that is not really easy to digest,” he explained. In 
his food analogy, he contrasts new, awkward dishes to easy-to-eat food, consumed quickly and going out just as fast. An 
amusing analogy, but not just that - it effortlessly applies to Death Stranding. A strange dish with an unfamiliar taste, going 
against the established trends of almost every open world game. Increasingly, open world games have dealt with their 
large maps by providing the player with ever more ease and convenience when it comes to traversal. Quick travel can be 
accessed from any point, instantly transporting the player to the point of their choice. The superhuman abilities of the 
protagonists let them scale any wall, any obstacle. Players are used to be able to speed across any surface without ever 
having to worry about getting tired. But the world of Death Stranding does get in the way. It’s going to take effort. It’s going 
to take patience. But when you succeed, it really means something. When you deliver your cargo to that remote place. The 
connection you've just made. And that's where the main theme of the game comes in. Once you have connected this place 
to the others in the network, you gain the ability to use structures - your own and those of other players. Suddenly you 
are creating an infrastructure. Roads, ziplines, bridges - literal lines drawn through the landscape connecting two sides of 
a canyon, a valley to a mountaintop, or even one peak to the next one off in the distance. And precisely because of all the 
hardship you had to go through the first time, the newly constructed infrastructure feels so meaningful. Something you'd 
take for granted in any other game, or even in real life. That smooth, futuristic looking bridge contrasting with the rugged, 
primordial looking landscape means everything. And it's for that reason, that Cliff's final words to Sam at the end of the 
game, feel so significant: "You're Sam Bridges. My son. My bridge to the future. Without you, | was just like any other cliff.” 
After the countless cliffs that were preventing you from going forward over the course of the game, obstacles to overcome, 
you understand exactly what he is conveying. The gameplay and the story intertwine to create additional meaning, making 
this scene all the more powerful - and the game as a whole, a lingering experience. 
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METAL GEAR NEWS 


FACEBOOK : metalgearnews 


LA COMMUNAUTE FRANGAISE 


If it’s true that the news on our favorite saga (the one where, joystick in hand, you find yourself screaming 
«ЅМААААААААААААААААААААААКЕ» in front of your screen!) is moribund to say the least, Metal Gear 
News continues to live! 


We continue to share our passion through cosplays, fan-arts and even more... now more widely dedicated to 
the worlds of Hideo Kojima ! Because Kojima San is much more than a game creator, he is a creator of wor- 
Ids. He tells us visceral stories, built on many contradictions to better destabilize us, catch us and especially 
make us think. We play the perfect soldier? Let’s enjoy infiltrating and eliminating threats through a complex 
and precisely worked out gameplay? The game was in fact an anti-militarist pamphlet. We are a person 
whose raison d’étre is to deliver parcels? We are in fact told about our stupid addiction to over-consumption 
that will lead us to our downfall. We are encouraged to degrowth, to enjoy nature. 


We perfectly conceive that Death Stranding, with its rather extreme gameplay, can be clever, but it is wit- 
hout a doubt one of the greatest games of 2019, or, let’s not be afraid of words, of the decade! We thought 
we had come full circle and were stunned after finishing the first Metal Gear Solid? It was in fact two days in 
the middle of a river saga - told in disorder and making the Star Wars chronology look very simple - spanning 
more than half a century. Each new episode challenges our knowledge and achievements, shakes our beliefs 
and gives rise to new theories. 


Hideo Kojima is truly a master in the art of manipulation. He likes to make us believe that we are going in 
a direction to take us to a destination known only to him. How many of us have analyzed the trailers of his 
games, developed theories we believe in so hard, only to see the soufflé collapse? How many of us believed 
that we would play Solid Snake after the tanker? 


We had talked about it in Tarak’s previous book: Hideo Kojima is a great all-rounder. Few creators can boast 
of having made a strength out of the technical weaknesses of a machine. Impossible to generate enough 
sprites to make the war game Konami ordered on MSX? No problem, the publisher will have his military 
game, except that it will invent the whole grammar of infiltration games and will mark a whole section of 
videogame production for the next thirty years. Hideo Kojima also knows how to handle mixed reality like 
no one else. Do children stay locked up at home because of video games? He releases Boktai 2 on a portable 
console and integrates a solar sensor in the cartridge. Impossible to advance in the game without reloading 
the hero’s weapon thanks to the sun. Meryl's radio frequency is on the back of the CD? How much time 
did we spend manipulating the inventory to find it on the disc we own, before we angrily throw the game 
away and see the picture of the said frequency on the back of the cover (at the time, we didn’t have the 
solution on the Internet!)? And many were those who did not understand what was happening when they 
met Psycho Mantis... 


Hideo Kojima is a total artist. Each game begins like a rough diamond, which is cut with goldsmithing as we 
move towards its outcome. And once the controller is put down, the mind continues to wander through the 
game, thinking about the characters, the universe and the implications that it can ultimately have on our 
everyday life. Few artists can claim to take us further than their medium. Kojima San is one of them. 
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私 た ちの 大 好き な シリ ー ズ の ニュ ー ス は 、 控 え め に 言っ て も 不毛 な も の で す が 、( ジ ョ イス ティ ッ ク を 片手 
に 、 画 面 の 前 で 《 ス ネーーーーーーー 一 ・ ッ ク 《 と 叫ん で いる 自分 に 気づく も の ! ) Metal Gear News は 生き 続け 
て いま す ! コス プレ や ファ ン ア ー ト を 通じ て 情熱 を 共有 し 続け ます 。 今 で は 、 よ り 広 く 小 島 監 督 の 世界 に 特 化 
CERA 


小島 監督 は ゲー ムク リエ イタ ー 以 上 の 存在 で あり 、 世 界 の 創造 者 で ある 。 彼 は 、 私 た ち を 不安 定 に し 、 私 た ち 
を 捕らえ 、 特 に 考え させ る た め に 、 多 く の 矛 盾 の 上 に 築 か れ た 、 内 臓 的 な 物語 を 私 た ち に 語り か け ま す 。 我 々 
は 完璧 な 兵士 を 演じ る の か ? 複 雑 で 級 密 に 練り 上 げ ら れ た ゲー ム プ レイ で 、 轟 威 な 敵 地 を 潜入 し て 排除 する の 
を 楽し も う 。 こ の ゲー ム は 実は 反 軍 国 主 義 者 の パン フレ ッ ト で し た 。 私 た ちの 存在 意義 は 、 小 包 を 届け る こ 
と ? 実 際 に 私 た ちの 没落 され た 過剰 消費 へ の 私 た ちの 愚 か な 中 毒 に つい て 言わ れ て いま す 。 


私 た ち は 、 自 然 を 楽し むために 成長 する よう に 勧め られ て いま す 。 私 た ち は 完 全 に 、 極 端 な シス テム を 持つ デ 
ス ・ ス トラ ン デ ィング が 巧妙 で ある こと を 考え て いま す が 、 そ れ は 間違い な く 2019 年 の ベス トゲ ー ム の 1 つ で 
あり 、 そ し て この 10 年 まで も ! 


私 た ち は 、 完 全 に 回 っ て きた と 思っ て いた し 、 最 初 の メタ ルギア ソリ ッ ド を 終え て 貴 然 と し た の か な ? そ れ 
は 無秩序 に 語ら れ 、 ス ター ウォ ー ズ の 年 表 を 非常 に 単純 に 見 える よう に する - 半 世 紀 以 上 に また が る 物語 で 
ある 。 


新しい エピ ソー ド の た びに 、 私 た ちの 知識 と 成果 に 挑戦 し 、 信 念 を 揺さぶり 、 新 た な 理論 を 生み 出す 。 


小島 監督 は 、 ま さ に 操り の 達人 で ある 。 彼 は 、 私 た ち を 自分 だ けが 知っ て いる 目的 地 に 連れ て 行く た め に 、 私 
た ち が 進 む 方 向 に 向かっ て いる と 信じ 込ま せる の が 好き な の で す 。 彼 の ゲー ム の 予告 編 を 分 析 し て 、 一 生 懸 命 
に 信じ て いた 理論 を 展開 し て も 、 目 の 前 に 崩壊 する の を 見 た 人 が どれ だ けい る だ ろう か 。 


タン カー ミッ ショ ン 後 に ソリ リッ ド ・ ス ネー ク を プレ イ す る と 信じ て いた の が 何人 だ ろう ?Tarak さ ん の 前 の 本 
で も 話し て いま し た 。 小 島 監 督 は 素晴らし い 万 事 屋 で す 。 技 術 的 な 弱点 を 強み に し た こと を 自慢 で きる クリ エ 
イタ ー は ほとん どい な い 。 コ ナミ が NSX で 発注 し た 戦争 ゲー ム を 作る の に 十分 な スプ ライ ト を 生成 する の は 不 
可能 ? 問題 な い 、 パ ブリ ッ シ ャ ー さ ん が 望ん で いた 戦争 ゲー ム を 確実 に 手 に 入れ ます が 、 そ れ は 潜入 ゲー ム を 
発明 し 、 今 後 30 年 間 の ビデ オ ゲ ー ム 生産 に 影響 を 与え る だ ろう 。 


小島 監督 は また 、 他 の 誰 に も な いよ うに 混合 現実 の 扱い 方 も 知っ て いる 。 子供 た ち は テ レビ ゲー ム の せい で 家 
に 閉じ こも っ て いる の だ ろう か ? ボ クタ イ 2 を 携帯 ゲー ム 機 で 発売 し 、 カ ー ト リッ ジ に ソー ラー セン サー を 内 
蔵 。 太 陽 の お か げ で 主人 公 の 武器 を リロ ー ド せ ず に ゲー ム を 進め る こと は 不可 能 。 


そし て メリ ル の 周波 数 は CD ケー ス の 裏 に ? 怒り に 任せ て 箱 を 捨て 、 表 紙 裏 の 当該 周波 数 の 写真 を 見 る まで に ( 
当時 は イン ター ネッ ト に 解決 策 は な か っ た ! ) 、 周 波数 を 見 つけ る た め ゲ ー ム 内 に 探っ て どれ だ け の 時 間 を 費 
や し た だ ろう か る ? 


そし て 、 サ イコ ・ マ ン テ ィ ス に 出会っ て も 何 が 起こ っ て いる の か わか ら な い 人 が 多かっ た ..……. = 


小島 監督 は アー ティ スト で ある 。 ゲ ー ム は 一 つつ が ダイ ヤ モ ン ド の 原石 の よう に 始ま り 、 金 細工 で カッ ト さ 
れ 、 そ の 結果 に 向かっ て 進ん で いく 。 そ し て コン トロ ー ラ ー を 置く と 、 心 は ゲー ム の 中 を 礼 委 い 続け 、 キ ャ ラ 
クタ ー や 世界 、 そ し て それ が 最終 的 に 私 た ちの 日 常 生活 に 与え る 影響 に つい て 考え ます 。 自分 た ちの メデ ィ ア 
より も 先 に 私 た ち を 連れ て 行っ て くれ る と 主張 で きる アー ティ スト は ほとん どい ませ ん 。 小 島 監 督 も その 一 人 
de 
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GUESTS 


GUESTS/300 


ALEX KNIGHT 


Lead Product Designer. Phatographer at AGK42- Australia 


——— 


| have huge admiration for people who can create completely new worlds, and then build com- 
plex narratives around the tiny details within them. Kojima has always been a constant source 
of inspiration for me, showing what is possible when you push the boundaries and teaching 
me that even the smallest details can make all the differences. Thank you Kojima san, for all 
your work. | am so excited to see what the future holds. 


全く 新しい 世界 を 創造 し 、 そ の 中 の 小さ な ディ テー ル を 中 心 に 複雑 な 物語 を 構築 する こと が で 


きる 人 に 、 私 は 尊敬 し て いま す 。 小島 監督 は よ 私 に と っ て 常に イン スピ レー ショ ン の 源 で あ 
り 、 境 界 線 を 押し ann か を 教え 小さ な ディ テー ル で も すべ て の 違い を 生 
み 出 すこ と が で きる こと を 教え て くれ まし た 。 医 督 、 い つも あり が と う ご ざ いま す 。 今後 


の 展開 が と て も 楽し み で す 。 


ASIM TANVIR 


Social & Community Manager at 2K - UK 


t's no exaggeration to say that the reason | got into the games industry like | am today is 
because of the genius of Hideo Kojima. | was always into gaming growing up, but it was after 
playing Metal Gear Solid in 1999 that my love and passion grew to another level completely. As 
he credits rolled, | knew | wanted to be part of an industry that could bring such joy to millions 
of people. It showed me games could be more. Cinematic, emotional, thought-provoking and, 
well, even more. 


Fast forward 21 years, after studiously following and playing Kojima-San’s work, | have been 
part of the industry (one way or another) for more than 10 years. It's everything | imagined 
and more. | even met the great man himself, on a number of occasions. A true honor. Much like 
playing his latest work; Death Stranding. A simple game on the surface where you deliver items 
o reconnect the world, but by doing that it has so much to say and you (the player) have so 
much to learn. An incredible, astounding and jaw dropping experience like no other. | laughed, 
cried and | enjoyed. For this and everything else you have (unknowingly) done for me... thank 
you, Kojima-San. Thank you so much. Keep on doing what you do. 


私 が 今 の よう な ゲー ム 業 界 に 入っ た の は 、 
あり ませ ん 。 子供 の 頃 か ら ゲ ー/ 


細 の 天才 性 が あっ た か ら と 言っ て も 過言 で は 
し た が 、1999 年 に メタ ルギア ソリ ッ ド を 
プレ イ し た こと で 、 ゲ まり まし た 。 ク レジ ッ ト が 流れ る と 、 何 
百 万 人 も の 人 々 に 喜び を 与え る こと が で 員 に な り た いと 思い まし た 。 ゲ ー ム は そ 
以上 の も の で ある こと を 教え て くれ まし た 。 映 画 的 で 、 感 情 的 で 、 考 えさ せら れる よう な 、 
そし て それ 以上 の も の に な る こと を 教え て くれ まし た 


、 小 島 監督 の 作品 を ひたすら 追い か け て プレ イ し て きた 私 は 、10 年 以上 も こ 
の 業界 の 一 員 (何ら か の 形 で ) 活動 し て きま し た 。 想 像 し て いた で 、 そ れ 以 
上 の も の で し た 。 監督 ご 本 人 に も 何 度 か お 会 いし た こと が あり ます 。 Ж: Eo MOE 


新作 デス ・ ス トラ ン ドリ ング を プレ イ し て いる よう な も の だ 。 世 界 
Ени ー ム だ が 、 そ れ を する こと で 多く の こと が 語ら れ 、 あ な た (プレ イヤ 

他 の ゲー ム で は 味わえ な い 、 信 じ ら れ な いよ うな 、 和 驚く 
が で きる 。 笑っ た し 、 泣 いた し 、 楽 し ん だ 。 小 島 監 督 、 
‚ 本当に あり が と う ご ざ いま し た 。 こ れ か ら も 頑張 っ て くだ さい 。 


BASILE BEGUERIE 


Translator / Former Comic Book Editor - France 


As a translator the concept of lingua franca has always fascinated me. Words fail me when it 
comes to describe how amazed and taken aback | was when | saw how you played with that 
notion in Metal Gear V: The Phantom Pain. Weaponized language! Infecting minds and bodies 
with words! But however clever that was, it shouldn’t have come as a surprise coming from 
you. You did always like to play with words, puns and double entendre. 


What | had not realized was that for so long I’ve been playing your games, you taught me a 
different kind of language. One without words. You made me, the player, aware of the lan- 
guage of video games. You made apparent its syntax, its structure, its idiosyncrasy by playing 
with it, exposing its tricks and gimmicks. You made me think | had “Fission Mailed” among 
many examples and it all made sense. 


The expression itself, Lingua franca comes from Latin, a dead language. That's right, languages 
die too. But they don’t vanish, they allow others languages to appear. Languages have to 
evolve, to adapt, in order to remain relevant. Video game language is no exception. And in 
Death Stranding, you did your part to make it evolve. 


To put it simply, you got rid of words. And | realized | didn’t need words to understand the mes- 
sage. | realize that a reaching hand was evident enough as a symbol to connect with someone 
else. So was a thumbs up. | realize that by building something in the world, others could use 
it and be thankful for it. 


According to the Bible, in ancient times right after the Flood, all mankind spoke the same 
language. When men decided to build the highest tower possible to reach for the sky, God 
made them all speak different languages, confound their speech, and so the building stopped 
because men could no longer understand each other. 


Death Stranding is not only a post-apocalyptic world, it is a post Babel world. Maybe we ought 
to stop thinking vertically and try to reach for the sky (“To the Moon”, Cliff promised us) and 
start thinking horizontally. Instead of towers, we need bridges, roads and reaching hands. That, 
in itself, is a form of communication. Playing online teaches us more often than not how to 
interact with each other in crude and frustrating ways. Being the lone survivor of a battle royal 
massacre is as outdated as vertical. What good is there to inherit a world devoid of life? Death 
Stranding showed me, showed us, the players, that we could question that universal language 
of playing and look for alternatives. 


We need to expand our language to allow new thoughts to hatch, new paths to explore, in 
the same way as the fist needs to unclench in order to seize the tool. Open, expand, reinvent, 
create. From homo sapiens to homo faber to homo ludens. 


小島 さん へ 。 


翻訳 者 と し て 、 リ ング ワ ・ フ ラン カ と いう 概 oo eic メタ ルギア ソリ 
ッ ド V ファ ント ムペ イン の 中 で 、 あ な た が この 概念 を どの よう に 利 re = 
き 、 ど れ ほ ど 和 驚き 、 心 を 奪わ れ た の か 、 言 葉 で は 言い 表せ な い ほ ど で し た 。 兵器 化 さ れ た 言 
葉 ! 言葉 で 心 と 体 を 感染 させ る ! し か し 、 そ れ が どん な に 巧妙 で あっ た と し て も 、 あな た が 驚 
くべ きこ と で は あり ませ ん で し た 。 君 は いつ も 言葉 遊び や ダジャレ や 二枚舌 が 好き だ っ た 。 

私 が 気付 か な か っ た の は あな た の ゲー ム を し て いる 間 に あ な た は 違う 種類 の 言葉 を 教え て ぐれ 
た こと で す 。 言葉 の な い 言葉 。 プレ イヤ ー で ある 私 に 「 ビ デオ ゲー ム 

の 言語 に 気づか せ て くれ た 。 構文 や 構造 や 特殊 性 を 明らか に し た ゲー ム で 遊ぶ こと で トリ ッ ク 
や ギミック を 暴 い た 。「FISSION MAILED」 が ある と 思わ せ て くれ た が 、 そ れ が 全て 意味 を 成 し 
Thiz 


リン グ ワ ・ フ ラン カ と いう 表現 自体 は 、 死 語 で ある ラテ ン 語 に 由来 し て いま す 。 そ の 通り 、 言 
語 も 死ぬ 。 し か し 、 言 語 は 消滅 する の で は な く 、 他 の 言語 を 出現 させ る の で す 。 言語 は 進化 し 
な けれ ば な ら な い 、 適 応 し な けれ ば な ら な い 、 関 連 性 を 維持 する た め に 。 pecie LERH 
例外 で は な い 。 デ ス ・ ス トラ ンド リン グ で は 進化 させ る た め に あな た は の 役割 を 果 た じ 
12" о 
簡単 に 言え ば 、 言 葉 を な くし た ん だ 。 そ し て メッ セー ジ を 理解 する の に 言葉 は 必要 な いと 気付 
いた 。 手 を 伸ばせ ば 誰か と つなが る 象徴 と し て 十分 に 明白 だ っ た こと に 気付 いた 。 い いね ! も 
そう だ 。 世 の 中 に 何 か を 作る こと で 、 他 の 人 が それ を 使っ て くれ た り 、 感 謝 さ れ た りす る こと 
に 気づく 。 

聖書 に よる と 、 大 洪水 の 直後 の 古代 で は 、 全 人 類 は 同じ 言語 を 話し て いま し た 。 犬 間 が 天 に 届 
く よ う に 可能 な 隈 りり 高い 塔 を 建て よう と 決め た 時 、 神 は 人 類 に 異な る 言語 を 話さ 世 、 彼 ら の 言 
葉 を 混乱 させ た の で 、- 過 だ 間 は も は や お 互い を 理解 で き な く な り 、 建 物 は 止ま っ で - ピ まい まし 
た 。 
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デス * ス トラ シディ ング は 世 紹 末 な 世界 で ある だ け で な く 、 ポ スト ・ 訳 ベル 的 な 世界 で も あ 


Do 私 た ち は ば 垂直 に 考え る の を め め て 、 空 に 向かっ て を СГА 
向かっ て 』 クリ プ は 私 た ち そ うき z) 、 水 平 線 に 考え 始め る べき な の か も し れ ま せ 
ん 。 aie vue, 橋 、 道 路 、 ta E а それ が コミ ュ ニ c 


ショ ン の 形 な の で まず 8 オン ライ で 遊 と は 、 粗 野 で イラ イラ する よう な 交流 の 仕方 を し 
し ば 私 た ち に 教え で くれ ます 。 バ トル ロイ ヤル の е an と は 、 un 


АСИЕТ, EO E UNE E SITE CC ОАА ЬЭР? FT 
ス ・ ス トラ ン デ ィ シ グ は 私 に 、 Е. at. E wae iE 51210 RE 
ち 、 代 替 案 を 探す こと が で きる こと を 教え て くれ まし た 。 


道具 を つか むために 拳 が 握っ て いる の と 同じ よう に 、 新 し い 思 考 が 帳 化 し 、 探 求 する 者 
が で きる よう に 、 私 た ち は 言 葉 を 広げ る 必要 が あり ます 。 開 く 、 拡 大 する 、 再 発明 
する 。 ホ モ ・ サ ピエ ンス か ら ホ モ ・ フ ェ イ バー、 そ し て ホモ ・ ル ー デ ンス へ 


小島 監督 、 新しい 道 を 切り 開い て くれ て あり が と う 。 


DARREN JACOBS 


Actor / Voice Actor / Heartman in Death Stranding - UK 


It was a privilege to be a part of Death Stranding, and to work with so many talented people. 
Hideo Kojima’s vision was monumental. | was nervous, confused, encouraged, and then finally 
amazed so see the different aspects of the game coalesce and take shape into a form. The 
more | worked on it, the more I realised that its concept was much broader than being a mere 
video game, it was a piece of art. Not only was it beautiful, but it was cerebral: haunting and 
desolate, while serving to create hope and connection between the lonely. 

| will be forever thankful to have worked on Death Stranding. 


この プロ ジェ クト に 参加 で きた こと 、 そ し て 多く の 才能 ある 人 々 と 仕事 が で きた こと は 、 と て 
も 光栄 な こと で し た 。 小 島 監督 の ビジ ョ ン は 記念 碑 的 な も の で し た 。 RRL, FRO, MES 
れ 、 最 後に は ゲー ム の 様々 な 側面 が 合体 し て 形 に な っ て いく の を 見 て 驚き まし た 。 作れ ば 作る 
ほど 、 そ の コン セプト が 単なる ビデ オ ゲ ー ム で は な く 、 芸 術 作品 で ある こと に 気付 きま し た 。 
それ は 美しい だ け で な く 、 頭 脳 的 な も の で も あり まし た 。 


デス ・ ス トラ ン デ ィング に 携 わ れ た こと を 、 私 は 永遠 に 感謝 し て いま す 。 


DENNIS ZOPFI 


Lead Combat & Robot Designer at Guerrilla Games - Netherlands 


Growing up in the 80’s and 90’s with a wave of incredible games coming from Japan in the 
arcades and home console, Metal Gear, Snatcher and Policenauts always were very special to 
me. They focused on very different themes, gameplay mechanics and had a strong emphasis 
on story telling compared to other games did back then and because of this, they felt years 
ahead of its time. 


Then in 1998 Metal Gear Solid shook up the industry again bringing a real-time cinematic feel 
o 3D polygon games. | was instantly hooked and fascinated on how rich and original this sci-fi 
military action movie world felt, with its 4th wall breaking moments, fun gags and diverse boss 
fights, becoming a fan of the series ever since. 


was fortunate enough to become part of KJP myself in 2009 and | will always be grateful for 
he chance to have worked with such a devoted and professional team and above all with 
Hideo Kojima. He is a kind, caring, incredibly talented and passionate man, never afraid to try 
something new and unconventional, pushing what a videogame can be both technically and 
creatively. 


Death Stranding did exactly that in atime where an original concept is very rare, itinspired and 
fascinated me again as his previous works did many, many years ago. 


What an incredible world to get lost in again. Hideo Kojima is a true visionary and author, able 
o create agame that shake you up, make you wonder, excite you, make you laugh but always 
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creates something truly special, ahead of its time but ultimately something that always makes 
you think. 


Thank you for all the wonderful works you gave us Kojima-kantoku, inspiring so many people 
around the world and making the videogame industry an exciting and special place with you 
around. | cannot wait for what is next, one thing is for sure it's going to be again something 
uniquely Kojima. 


80 年 代 か ら 90 年 代 に か け て 、 日 本 の アー ケー ド ゲ ー ム や 家庭 用 ゲー ム 機 で 信じ られ な いよ うな 
ゲー ム の 波 が 押し 寄せ て いた 時 代 に 育っ た 私 に と っ て 、 メ タル ギア 、 ス ナタ チャ ー、 ポ リス ノ 
ー ト は いつ も 信じ られ な い ほ ど 特 別 な も の だ っ た 。 


これ ら の ゲー ム は 、 他 の ゲー ム と は 全く 異な る テー マ や ゲー ム プ レイ の メカ ニズム に 焦点 を 当 
て て お り 、 当 時 の 他 の ゲー ム と 比べ て スト ー リ ー を 語る こと に 重点 を 置い て いた の で き 。。 時 代 の 
先 を 行っ て いる と 感じ た 。 
そし て 1998 年 、 メ タル ギア ソリ ッ ド は 、3D ポ リ ゴ ン ゲー ム に リア ル タ イ ム の 映画 の よう な 感覚 
を も た らし 、 業 界 を 再び 揺さぶり まし た 。 

第 4 の 壁 を 壊す 瞬間 や 、 楽 し い ギ ャ グ や 、 多 彩 な ボス 戦 な ど 、 こ の SF ミリ タリ ー ア クシ ョ ン 映 画 
の 世界 が いか に 豊か で 独創 的 に 感じ られ る か に 、 私 は 一 瞬 に し て 夢中 に な り 、 魅 了 さ れ 、 そ れ 
以来 シリ ー ズ の ファ ン に な り ま し た 。 
私 は 幸運 に も 2009 年 に コジ プロ の 一 員 に な る こと が で き 、 こ の よう な 献身 的 で プロ な チー ム 、 
そし て 何より も 小島 監督 と 一 緒 に 仕事 が で きた こと に 感謝 し て いま す 。 彼 は 親切 で 、 思 いや り 
が あり 、 信 じ ら れ な い ほ ど 才 能 が あり 、 情 熱 的 で 、 新 し いこ と や 型 に は ま ら な いこ と に 挑戦 す 
る こと を 恐れ ず 、 技 術 的 に も 創造 的 に も ビデ オ ゲ ー ム の 可能 性 を 押し 広げ て くれ まし た 。 

デス ・ ス トラ ン デ ィング は 、 独 創 的 な コン セプト が 非常 に 珍し い 時 代 に 、 ま さ に それ を 実現 し 
て くれ た 。 何 と 信じ られ な いよ うな 世界 に 再び 迷い 込む こと が で きる の だ ろう 。 

彼 は 真 の ビジ ョ ナリ ー で あり 、 作 家 で あり 、 あ な た を 揺さぶり 、 和 驚か せ 、 興 奮 さ せ 、 笑 わせ る 
よう な ゲー ム を 作る こと が で きま す が 、 常 に 時 代 に 先駆 け て 、 し か し 最終 的 に は 常に 考え させ 
られ る よう な 、 本 当 に 特別 な も の を 生み 出し て くれ ます 。 
世界 中 の 多く の 人 に 感動 を 与え 、 ゲ ー ム 業界 を 刺激 的 で 特別 な 場所 に し て くれ た 小島 監督 に 感 
謝 し て いま す 。 


次 の 作品 が 待ち 遠 し いで す 。 


EMMANUEL KARSEN 


Actor / Voice Actor / Sam in Death Stranding - France 


Death Stranding... The title alone already evoked something magnificent to me! The Artistic 
Director Jean-Philippe Brière had stars in his eyes when he had been telling me about the 
project for several months already. 


And then there were the tests. | was able to find my character from The Walking Dead and 
match it with Sam Porter’s character. This was essential for the art direction who was already 
thinking about the players! So we all worked together and | followed his directions with confi- 
dence. Death Stranding was his baby and has been since he learned that he would be in charge 
of VF. The quality of the finished product is his responsibility! 


| hadn’t imagined the real impact of this game, this adventure... Because since its release, 
many people have come to me to thank me for having played Sam Porter, for being the link, 
the one who unites us, the one who delivers. 


Death Stranding has changed the existence of some people, I’ve been told. Personally, without 
having had the time to play it yet, it has improved my life! Thanks to the depth of soul of the 
people | was able to meet thanks to the game... When a young emergency doctor goes to work 
at night during the pandemic and sends you thanks by talking about «the link» created in the 
game to give himself courage when you actually have never met him, it confuses you and you 
can thank the one who allowed you to give life to your character! 
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Thank you Jean Philippe Briefe, Thank you Hideo Kojima and Thank you Sam Porter . 


デス スト ラン ディ ング そ d タ イト ル だ け で 、 私 は すでに 何 か 壮 大 な も の を 思い 起こ させ ら 
れ ま し た 。 芸術 監督 の ジャ ン ニ レ ィ リッ プ ・ ブ リエ ー ル は 、 数 ヶ月 前 か ら こ の プロ ジェ クト に 
つい て 私 に 話し て た と き 、 彼 ④ 目 に は 星 が 輝い て いま し た 。 


そし て 、 テ スト が あり まし た 。 ウ ォ ー キ ング ・ デ ッ ド 』 に 出 て くる 自分 の キャ ラク ター を 見 つ 
け ナ て 、 サ ム ・ ポ ボー ター の キャ ラク ター と 一 致 さ せる こと が で きま し た 。 こ れ は 、 す で に 選手 の 
こと を 考え て いた アー トディ レク ショ ン に は 欠か せな いも の で し た だ か ら み ん な で 協力 し て 、 
自信 を 持 づ て 彼 の 指示 に 従い まし た 。 デ スス トラ ン デ ィング は 彼 の 赤ちゃん で あり 、VF を 担当 
する ご と を 知っ た 時 か ら ず っ と そう で し た 。 完成 品 の クオ リティ ー は 彼 の 責任 で す 。 


I 


この ゲー ム 、 こ の アド ベン チャ ー の 本 当 の イン パク ト を 想像 し て いな か っ た -. 。 な ぜ な 
ら 、 発 売 以来 、 多 く の 人 が サム ・ ポ ボー ター を プレ イ し て くれ た こと に 感謝 し に 来 て くれ た か ら 
だ 。》 絆 TAU., MAR 《 で あり 、》 届 け て くれ る 《 存 在 だ か ら だ 。 


デス スト ラン ディ ング は 人 の 存在 を 変え た と 聞い て いる 。 個 人 的 に は 、 ま だ プレ イ す る 時 間 が 
な く て も 、 私 の 人 生 を 改善 し て くれ まし た 。 ゲ ー ム の お か げ で 出会え た 人 た ちの 魂 の 深 さ に 感 
HUT... 。 パ ン デ ミッ ク の 最 中 に 夜勤 に 出勤 し た 若い 救急 医 が 、 実 は 一 度 も 会 っ た こと が な 
い の に 自分 に 勇気 を 与え る た め に ゲー ム 内 で 作ら れ た 「 リ ンク 」 の 話 を し て お 礼 を 送っ て くる 
と 、 混 乱 し て し まい ます が 、 自 分 の キャ ラク ター に 命 を 与え て くれ た 人 に 感謝 し まし ょ う ! 


ジャ ン ・ フ ィ リ ッ プ ・ ブ リエ ー ル さん 、 小 島 秀 夫 さ ん 、 サ ム ・ ポ ボー ター さん 、 あ り が と う ご ざ 
いま し た 。 


ESHPAL MANN 


Fan - Singapore 


| ат the Japanese translator of this entire project. | was asked by Tarak to help with the first 
book, From Mother Base with Love, and seeing such a wonderful idea | volunteered to help 
him. This time around he asked me again if | wanted to help, but | would be doing the entire 
translation alone. Without thinking twice, | said yes. 


| have read every single comment from every single contributor in this book. All their emo- 
tions, | can empathize with them. But they've said everything | wanted to (laughs). 


To say that you are my inspiration is not good enough a word to sum it up. When | first played 
MGS3, it changed my entire life. And it is thanks to you and Ohtsuka Akio san that this Singa- 
porean kid wants to chase, what some would say, a foolish dream to become a voice actor in 
Japan. But with everything that you’ve taught us in your games, it is anything but foolish. Death 
Stranding is a one-of-a-kind experience. You are always constantly challenging the status quo 
in the industry and | hope you continue to do so. 


Especially in times like now, we must keep our connections stronger than ever. We may be 
lonely at home, but even so we are all together. And it’s thanks to the Strand you’ve connected 
us with. 


この プロ ジェ クト の 日 本 語 翻訳 担当 で す 。 

RINDA [From Mother Base with Love] の 翻訳 を Tarak さ ん に 頼ま れ て 、 そ の 素晴らし い ア イ 
デア を 見 て 、 私 は 彼 を 手伝う こと を 志願 し まし た 。 今回 、 彼 は 再び 私 に 「 手 伝っ て 欲し い 」 と 
尋ね て きま し た が 、 私 は 一 人 で 翻訳 を する こと に な り ま し た 。 

迷わ ず イ エス と 答え まし た 。 
この 本 に 書か れ て いる 投稿 者 の コメ ント を すべ て 読み まし た 。 ЖРО 
た 。 言い た いこ と は 全部 彼ら が 言っ て いま し た ( 笑 ) 


博 、 私 は 共感 し 
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小島 監督 が 私 の イン スピ レー ショ ン の 源 だ と 言う の は 、 一 言 で は 言い 表せ ませ ん 。 初 め て MGS3 
を プレ イ し た と き 、 私 の 人 生 を 変え た と 過言 で は あり ませ ん 。 そ し て 、 こ の シン ガ ポ ー ル 人 の 
ガキ が 日 本 で 声優 に な り た いと いう 愚か な 夢 を 追い か ける こさ. と が で きた の は 、 あ な た と 大 塚 明 
夫 さ ん の お か げ で す 。 そ れ で も 、 監督 が ゲー ム で 教え て くれ た 言 と を 考え れ ば 、 そ れ は 馬鹿 げ 
だ こと で は あり ませ ん 。 


Y 
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デス ・ ス トラ ン デ ィ ラ 用 執 ksw 期 一 会 の よう な 体験 で し た 5 В CO RAO BARI PER O 
続け て いま す が 、 こ れ か ら 各 そう | で あつ て ほし いと 思 し < 


そし て 、 特 に 今 の よう な 時 代 だ か ら こ そ 、 人 と の 繋 が り を 今 まで 以下 に 強く 持ち て いか な けれ 
ば な り ま せん 。 家 で は 寂し いか も し れ ま せん が 、 そ れ で も みん な 一 緒 で す 。 小 島 監督 が 繋げ で 
くれ た 「 ス トラ ンド 」 の お か げ で 。 


GARY JAMROZ-PALMA 


Freelance Senior Concept Artist - France 


Kojima... KO-JI-MA... there are very few 3-syllable words that make such an impact in the 
videogame industry. 


How to summarize Kojima’s influence over the years? It’s a very difficult thing to do because 
each of his works is the impact of a period, a tone, a societal element alone. Whether it’s the 
1987 Metal Gear, the 1998 Playsation Metal Gear Solid or on Death Stranding, Kojima is never 
really where you expect him to be, whether it’s in the history or the design of his games. 


Personally, I’m always excited about a Kojima game, because | know that beyond the story, the 
designs will be worked on, researched, and we'll have a wealth of information that few people 
can afford. 


From an artistic point of view, Kojima has always set the bar very high and there rarely falls, 
thanks to Yoji Shinkawa, who knows how to transcend what Hideo has in his head. It’s such an 
alchemy between them that everything seems «obvious and easy», but, the graphic style of 
his games being often imitated without ever being equalled proves that it’s not just a matter 
of luck. 


ojima has always been a great storyteller, but he trusts his design team to add that extra 
touch. You can’t really explain what Kojima’s graphic style of a game is, you just know that 
when you look at it and say «that’s it»! 


小島 KO-JI-MA... ゲー ム 業 界 で これ ほど イン パク ト の ある < 音節 の 言葉 は 少な い 。 


小島 が 長年 に わた っ て 影響 を 受け て きた も の を どう や っ て まとめ て いく か と いう と 、 彼 の 作品 
の 一 つ 一 つと 、 そ れ 自 体 で 時 代 や トー ン 、 社 会 的 な 要素 の 刷り 込み が ある の で 、 非 常に 難し い 
で すね 。1987 年 の メタ ルギア に し て も 、 プ レイ ステ ーション の 1998 年 に し て も 、 最 近 の デス ・ 
スト ラン ディ ング に し て も 、 歴 史 ま に し て も 、 ゲ ー ム の デザ イン に し て も 、 小 島 監 督 は 決し て 期 
待 し て いる と ころ に は いな い 、。 


個人 的 に は 監督 の ゲー ム に は いつ も ワク ワク し て いま す 。 な ぜ な ら 、 ス トー リー の 先 に ば 、 デ 
ザイ ン に 手 を 加え られ 、 研 究 さ れ 、 ほ と ん どの 人 が 手 いよ うな 豊富 な 情報 が 得 ら れる 
こと を 知っ て いる か ら で す 。 


芸術 的 な 観点 か ら 見 る と 、 小 島 監 督 は 常に 非常 に 高い ハー ドル を 設定 し て お り 、 そ れ を 落と すず 
こと は ほとん ど な く 、 こ れ は 監督 の 頭 の 中 に ある も の を 超越 する 方 法 を 知っ て いる 新川 さん の 
お か げ で 、 そ れ は すべ て が 「 当 た り 前 で 簡単 な 」 よ うに 化学 反応 で す が 、 彼 の クス タイ ル は 、 
それ が 単なる 運 の 一 撃 で は な いこ と を 証明 し て いま す 。 


小島 監督 は 常に 才能 を 持っ て いて 、 ス トー リー テラ ー と し て も 優れ て いる が 、 デ ザイ ンチ ー ム 
を 信頼 し て いる 。 小 島 監督 の ゲー ム の デザ イン スタ イル が 何 な の か を 説明 で き な い が ちら 、 小 島 


監督 を 見 て 『 そ れ だ 『! 」 と 分 か る だ け で いい ん だ よ 。 
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JACK ATTRIDGE | 


Studio Director at FlavourWorks - UK 


lgnoring the famous innovations that the series is remembered for, some of the smaller wor- 
ld-simulatng gameplay concepts and details behind the first MGS in 1998 still read like an 
upcoming, cutting-edge game with unprecedented inventiveness. For example: 


Cigarettes in your inventory appear to be a novelty item that reduces your health. However, 
not only does smoking cigarettes help calm Snake's nerves when aiming a gun, but puffing 
cigarette smoke can reveal alarmed laser beams so you can pass by them undetected. 


The scent of a handkerchief that once belonged to the human mother of a pack of wolves can 
be carried by Snake to win the affection from said wolves who would otherwise attack you. 


Get a free ride on the back of a courier truck by hiding inside a cardboard box addressed to a 
specific destination. 


Being able to knock on walls felt like a dare to test the rigidness and authenticity of the en- 
vironment itself, but could even help differentiate concrete walls from recently painted-over 
hollow walls that concealed secret passages. Snake's extensive connection with the surfaces 
of Shadow Moses” magnifies the tangibility and integrity of all environments at every angle. 
One sequence requires you to traverse to extremely opposing climates to heat up or cool down 
atemperature-sensitive key card. At another time, when enemies use stealth camouflage tech- 
nology, you can discern their position by using thermal goggles to pick up on their bodies” heat 
signatures. In the cold, we can also see enemies” breath. 


One informant disguised as a patrolling solder can only be safely engaged once identified by 
their feminine walk amongst more masculine soldiers. Later, continuously staring them in the 
face can also cause them to blush in embarrassment. 


arrative continuity is continuously reinforced through explicit changes in the world, be it a 
previously parked tank that later disappears from the hanger to foreshadow that an enemy 
will use it against you in a showdown up ahead, or by chance discovering a parachute from a 
helicopter you previously shot down, signalling that the enemy got away. Also, codec contacts 
are not available to speak to during times in the narrative when they are secretly occupied with 
ulterior motives, unbeknown to the player at that time, but notable on repeat playthroughs. 
t was unprecedented for the time (and still rare today) to find circumstantial discoveries that 
reinforces off-screen storytelling and plot holes. 


ust these few scenarios touch on elements such as Chemical, Climate, Matter, Character, 
Sense, Biology, and even the relationship between Noumena and Phenomena. It all suggests a 
philosophical approach to the craft of the game rather than serendipity, particularly conside- 
ring these were generally scripted tricks rather than fully systemic and emergent simulations 
(necessarily so, considering the limitations of the PS1). Regardless, the net effect in 1998 was 
the same: this felt like a living, breathing world. Metal Gear Solid is a celebration of substance, 
presence, and detail, all inspired by what it means for the previous title “Metal Gear” to fully 
realise the suffix “Solid”. Over 17 years, these ideals would be reinvigorated with new ingenuity 
across the series, concluding with MGS5 taking full advantage of modern technology to inte- 
grate these values into a fully reactive sandbox of possibility. 


Despite this obsession with solidifying a world through environment, gameplay, and cinematic 
cut scenes, the series starkly betrays this aesthetic by embracing overt arcade-era video game 
stylings in its abstractions, and repeatedly referencing the video game apparatus. Bizarrely, this 
acceptance of the form whilst breaking down the fourth wall helps it achieve a postmodernist 
authenticity. If there is no pretence about the reality of the game world, whilst also being an 
extension of the real world, then this self-awareness makes for a more truthful, solid, reality. 


Through this lens, so much'of-MGS' characteristics makes sense. At face value, being told to 
use stereo speakers of your TV to keep track of a helicopter, checking the game's CD case and 
game manual for contact information, or being told about specific controller buttons upon 
other meta commentary, can feel like gimmicks in isolation, but this is all to build an honest re- 
lationship with the player, trusting them to immerse themselves rather than to fight against its 
form. It's why flashbacks within future games of the series keep the graphical aesthetic of each 
game's era intact, and the digitised sonic staples of the 8-bit era games have sustained into 
the era of the high sample rate audioscapes in the series' contemporary entries. Ultimately, it 
all implies that the characters are aware that they are playing in a simulation, and this notion 
echoes through the series. Did you say, "Virtual Mission?". 


It is this level of depth and consideration that has inspired me to pursue the career | have, and 
their impression on me as a child informed my own aesthetic and design sensibilities. When I 
was 13 | wrote into PSM2 magazine with the naive bravado that | wanted to be the next Hideo 
Kojima. At the age of 30 | was able to direct my own game "ERICA", inspired by the early cine- 
matic flavour of Mr Kojima's games. In a full-circle moment, | was able to meet him privately 
the day that "ERICA" launched. There are so many more thoughts | have formed on his games 
through thousands of hours of reflection, but whilst I still hope to make my own contributions 
to the medium... 


| believe it must be with my own voice, as there will only ever be one Hideo Kojima. 
1998 年 に 発売 され た 初代 「MGS」 の 背後 に ある 小さ な 世界 を シミ ュ レ ー ト し た ゲー ム プ レイ の コ 


ン セ プ ト や ディ テー ル の 一 部 は 、 こ の シリ ー ズ が 記憶 に 新しい 革新 的 な ゲー ム で ある こと を 無 
視 し て 、 今 も な お 前 例 の な い 独 創 性 を 持っ た 最 先端 の が ゲ 一 ム の よう に 読め ます 。 例 えば 、 


イン ベン トリ に 入っ て いる タバ コ は 、 健 康 を 害する ノベル ティ アイ テム の よう に 見 えま す 。 
か し 、 タ バ コ を 吸っ て いる だ け で な く 、 銃 を 目指 し て いる と き に スネ ー ク の 神経 を 落ち 着 か せ 
る の に 役立ち ます が 、 タ バ コ の 煙 を パフ する と 、 あ な た が 検出 され ず に それ ら を 通過 する こと 
が で きま す の で 、 ア ラー ム 付 き の レ ー ザ ー ビ ー ム を 明らか に する こと が で きま す 。 


か つて オオ カミ の 群れ の 人 間 の 母親 に 属し て いた ハン カチ の 香り は 、 そ う で な けれ ば あな た を 
攻撃 する だ ろう と 言わ れ た オオ カミ か ら の 愛情 を 獲得 する た め に スネ ー ク が 運ぶ こと が で きま 
す 。 


特定 の 宛先 に 宛て られ た ダン ボー ル 箱 の 中 に 隠れ て 、 ト ラッ ク の 荷台 に 無料 で 乗る こと が で き 
ます 。 


壁 を 叩く こと が で きる と いう こと は 、 環 境 そ の も の の 硬直 性 と 真正 性 を 試す た め の 挑 戦 の よう 
に 感じ まし た が 、 コン クリ ー ト の 恒 と 、 "最近 塗ら れ た ば か り の 秘密 の 通路 を 隠し た 空洞 の 壁 と 
を 区 別 す る の に も 役立ち まし た 。 シ ャ ドー モー ゼス の 表面 と スネ ー ク の 広範 な つなが り は 、 あ 
ら ゆ る 角度 か ら あ ら ゆ る 環境 の も つも つれ と 完全 性 を 拡大 し て いま す 。 


ある シー ケン ス で は 、 温 度 に 敏感 な キー カー ド を 温め た り 冷 や し た りす る た め に 、 極 端 に 対 菩 
する 気候 に 移動 する 必要 が あり ます 。 別 の 時 に は 、 敵 が ステ ルス 迷彩 技術 を 使っ て いる 時 に 
は 、 サ ー マ ル ゴー グル を 使っ て 敵 の 体 の 熱 シ グ ネ チャ ー を 拾う こと で 、 敵 の 位置 を 見 分 ける こ 
と が で きま す 。 寒さ の 中 で は 、 敵 の 息づかい を 見 る こと も で きる 。 


巡回 中 の ハン ダ に 変装 し た 情報 提供 者 は 、 よ り 男 性 的 な 兵士 の 中 で 女性 的 な 歩き 方 を し て いる 
こと を 確認 し て か ら で な いと 、 安 全 に 従事 する こと が で きま せん 。 後 に な っ て 、 顔 を じっと 見 
つめ 続け る こと で 、 恥 ず か し さ に 赤面 する こと も あり ます 。 


例え ば 、 以 前 に 駐車 し て いた 戦車 が 格納 庫 か ら 姿 を 消し 、 敵 が この 先 の 対決 で 戦車 を 使っ で く 
る こと を 予感 させ た り 、 以 前 撃墜 し た へ リコ プター か ら パ ラ シ ュ ー ト を 発見 し て 敵 が 逃げ た こ 
と を 知ら せ た り と 、 物 語 の 連続 性 は 世界 の 明確 な 変化 に よっ て 継続 的 に 強化 され て いま ます 。 
また 、 無 線 コー 連絡 先 は 、 プ レイ ヤー に は 知ら れ て いな い 恭 、 何 度 も プレ イ し 奏 ぷ る と 顕著 
な 下心 を 持っ た 人 物 が 密か に 占拠 され て いる こと が あり 、 そ の 時 に は 話し か ける と と が で き な 
いよ うに な っ て いる 。 画 面 外 の スト ー リ ー テ リン グ ぜ プロ ッ ト の 穴 を 補強 する よう な 状況 証拠 
の 発見 は 、 当 時 と じ て は 前 代 未 聞 で し た (現在 で も 笑 で す ) 。 
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q れ ら の い ぐ や か の シナ リオ は 化学 、 y 物質 、 キャ ラク ター、 感 覚 、 生 物 学 、 さ ら に は 
ヌメ 去ら フェ ジ メ ナ の 関係 な ど eee 触れ て いま す 。 こ れ ら は すべ で 、 セ レン ディ ピ テ ィ で 
(SEK 。 多 一 ム の 技術 に 対す る 哲学 的 な アプ ロー チ を 示唆 し て いる 。 特 に 、 こ れ ら が 完全 に シ 
ステ ム 化 され た 創発 的 な シミ ュ レ シレ ーション で は な く 、 一 般 的 に は 台本 通り の トリ ッ ク で あっ た 
こと を 考え る と (PS の 限界 を 独 え る と 必然 的 に そう な る ) 。 いずれ に し で も 、 1998 年 の ゲー ム 
の 正味 の 効果 は 同じ で 、 生 き て いる 、 REL CUSED ESIC こ 感じ られ た 。 メ タル ギア ソリ 
ッ ド は 、 前 作 「 メ タル ギア 」 が [ソリ ッ ド 」 と いう 接尾 辞 を 完全 に 具現 化す る こと が どう いう 
こと な の か に 触発 され た 、 実 体感 、 存 在 感 、 デ ィ テ ー ル の 祭典 で ある 。17 年 の 歳 月 を か け て 、 
これ ら の 理想 は シリ ー ズ 全体 で 新た な 工夫 を 凝ら し て 再 活性 化 さ れ 、MGS5 で は 現代 の テク ノロ 
ジー を 最大 限 に 活用 し て 、 こ れ ら の 価値 観 を 可能 性 に 満ち た 反応 する サン ド ボ ッ クス に 統合 し 
まし た 。 


環境 、 ゲ ー ム プレ イ 、 映 画 的 な カッ トシ ー ン に よっ て 世界 を 固め る こと に こだわ っ て いる に も 
か か わら ず 、 シ リー ズ は 、 そ の 抽象 化 の 中 に あか ら さ まな アー ケー ド 時 代 の ビデ オ ゲ ー ム の ス 
タイ ル を 取り 入れ 、 繰 り 返 し ビデ オ ゲ ー ム 装置 を 参照 する こと に よっ て 、 こ の 美学 を 著しく 裏 
切っ て いま す 。 奇 妙 な こと に 、 第 四 の 壁 を 壊し な が ら 形 を 受け 入れ る こと で 、 ポ スト モダ ニ ズ 
ム 的 な 信 湖 性 を 得る こと が で きま す 。 現実 世界 の 延長 線上 に あり な が ら 、 ゲ ー ム の 世界 の 現実 
に 偽り が な いと すれ ば 、 こ の 自己 認識 は 、 よ り 真 実 味 の ある 、 堅 実 な 現実 を 生み 出す こと に な 
る 。 


この レン ズ を 通す と 、MGS の 特徴 の 多く が 意味 を 成 し て いる 。 テ レビ の ステ レオ スピ ー カ ー を 使 
っ て へ リコ プター を 追跡 する よう に 言わ れ た り 、 ゲ ー ム の CD ケー ス や ゲー ム マ ニュ アル を 見 て 
連絡 先 を 確認 し た り 、 他 の メタ 解説 で 特定 の コン トロ ー ラ ー ボ タン を 教え て も ら っ た りす る の 
は 、 額 面 上 で は ギミック の よう に 感じ る か も し れ な い が 、 こ れ は すべ て プレ イヤ ー と の 正直 な 
関係 を 築く た めで あり 、 プ レイ ヤー が その 形 に 抵抗 する の で は な く 、 没 頭 す る こと を 信頼 し て 
いる か ら だ 。 


これ が 、 シ リー ズ の 将来 の ゲー ム 内 で の フラ ッシュ バッ ク が 、 各 ゲー ム の 時 代 の グラ フィ ッ ク 
を その まま 維持 し て いる 理由 で あり 、8 ビ ッ ト 時 代 の ゲー ム の デジ タル 化 さ れ た ソニ ッ ク の 定番 
は 、 シ リー ズ の 現代 の 作品 で は 、 高 サン プル レー ト の オー ディ オス ケー プ の 時 代 に まで 維持 さ 
れ て いる 。 最 終 的 に は 、 キ ャ ラク ター が シミ ュ レ ー E eR Luci 
て いる こと を 意味 し て お り 、 こ の 概念 は シリ ー ズ 全体 に 響き 渡っ て いま す 。》 バ ー チ ャ ルミ ッ シ 
зм 《 っ て 言っ た ? 


この よう な 深み と 思い や り が あっ た か ら こ そ 、 私 は 今 の キャ リア を 歩む お こと が で きた の だ と 思 
いま すし 、 子 供 の 頃 に 受け た 印象 は 、 私 自身 の 美意識 や デザ イン の 感性 に も 影響 を 与え て いま 
す 。13 歳 の 時 、「 次 の 小島 衝 夫 に な り た い 」 と いう 甘い 意気 込み で 『PSM2』 誌 に 書き 込ん だ の 
が きっ か け で す 。30 歳 の 時 に は 、 小島 さん の 初期 の 映画 的 な ゲー ム に 触発 され て 、 分 の ゲー 
ム 「ERICA」 を 監督 する こと が で きま し た 。 


エリ カ の 発売 日 に は 、 小 島 さ ん と プラ イベ ー ト で お 会 いす る こと が で きま し た 。 何 千 時 間 も の 
反省 の 中 で 彼 の ゲー ム に つい て 考え た こと は まだ まだ た くさ ん あり ます が 、 私 自身 が この メデ 
ィ ア に 貢献 し た いと 思っ て いま す が 自 分 の 声 で な けれ ば な ら な いと 思っ て いま す 。 何故 な ら 、 
小島 秀夫 は 一 人 し か いな い 。 


JAN BART VAN BEEK 


Studio Director at Guerrilla Games - Netherlands 


One of the best moments | can think of about the genius of Hideo Kojima goes back to the 
2000s and the release of Metal Gear Solid 2 on PlayStation 2. 


At that time we received a promotional version of MGS2 from Hideo. And what was fascinating 
with PS2 discs was that everything was stored in a small space. So it was easy to split the source 
code of the game or demo in question and discover its secrets. 


Among all the textures, lines of text, and all the treasures that a game can contain, something 
seemed strange to us... 


Indeed in the middle of all this information was a URL link... 


What do you do when you find a url code in the middle of a game source code ? You go on 
Internet and enter the link of course ! 


One of the best moments can think of about the genius of Hideo Kojima goes back to the 
2000s and the release of Metal Gear Solid 2 on PlayStation 2. 


At that time we received a promotional version of MGS2 from Hideo. And what was fascinating 
with PS2 discs was that everything was stored in a small space. So it was easy to split the source 
code of the game or demo in question and discover its secrets. 


Among all the textures, lines of text, and all the treasures that a game can contain, something 
seemed strange to us... 


Indeed in the middle of all this information was a URL link... 


What do you do when you find a url code in the middle of a game source code ? You go on 
Internet and enter the link of course ! 


By surprise this link simply led to a counter... and we were not the number one... This implied 
that other teams, like us, had found this link in the middle of the ton of information contained 
in the game. 


What was even more surprising was that a member of the Hideo Kojima team called us to tell 
us that he had noticed that we had clicked on the link. We were almost 30 people or teams 
who found this easter-egg and the Kojima team were really pleased about this ! 


Whether it’s the big picture or the small details, it’s exactly this kind of thing that makes Kojima 
the genius that he is and that makes him recognized as one of the greatest men in the business. 


JEAN-PHILIPPE BRIERE 


Art Director at La Marque Rose / Keywords France - France 
First amazement, then excitement and finally fullness. 


Rarely have | felt so lucky! What a favor of fate to work for the one | consider one of the last 
great masters of video games. | tried to instill this famous «link» before and during the recor- 
dings of the French version, explaining to the actors how and why we were going to work ona 
unique and innovative project. 
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A great care was given to each cinematic, each line of text; being up to the task was a challenge 
for us: We had to make sure we didn’t fail... 


The delicate alchemy of the casting performance, the mysterious atmosphere, the acting and 
the staging, was carried out in the service of this almost cinematographic work, admirable in 
all respects. 


| would like to thank all the people who worked on the French dubbing of Death Stranding: 
Aurélien who, in sound, did wonders, Julien in production without whom nothing would have 
been possible and, of course, all the actors and actresses present in this cast. 


J.EREY TOKYO 


Yasushi Watanabe / J.F.Rey Tokyo - Japan 


Dear Hideo Kojima, Thank you for everything. It's been more than 10 years since you used 
J.F.REY glasses. Your fans will also get to know J.F.REY glasses, and we will be able to get to know 
many wonderful customers because of you. I’m very happy about this. 

J.F.REY EYEWEAR will always be on your side and will continue to work hard on "manufactu- 
ring".- Daikanyama J.F.REY Yasushi Watanabe 


JORDAN LAMARRE 


Lead Concept Artist at Respawn Entertainment / Ex-Kojima Productions LA - USA 


My love for video games started when my grandfather introduced me to the Commodore and 
the IBM computer. Those were fond memories of time spent together, immersed in a virtual 
world where characters sprang to life on the screen. 


The next experience with video games was seeing the ‘mind blowing' graphics of the Nintendo. 
| remember thinking how real the graphics looked; not realizing that one's mind was filling in 
the details between the handful of pixels. 


ts 

Another technological leap-was the Sony Playstation with exclusive games such as Final Fan- 
tasy 7 and Resident Evil. It was around that time that | discovered Metal Gear Solid; a per- 
fect mix of innovative gameplay, espionage and great art direction. The brilliance of this game 
was contrasting the tense sneaking with the excitement of triggering an Al and the ensuing 


confrontation. MGS also pushed the storytelling with the use of movie like cut scenes. 


During my years in the animation program at Sheridan College, | would often go back to 
sketching MGS characters and studying Shinkawa-san’s work. This seemed to confuse some 
students that dreamed of getting into the animation industry. But never had | seen art with 
such beautiful strokes that combined elegance and strength. Out of a vaporous gesture with 
beautifully controlled lost edges, his drawings gradually built up and culminate in a bold state- 
ment worthy of a calligraphy master’s confident brushstroke. 


Shinkawa-san’s work has been a great source of inspiration. But the dream of working on a 
Metal Gear project was a fantasy that | wouldn’t dare contemplate because the studio was 
located in Japan. That’s why | was so surprised to end up working at Kojima Productions LA on 
Metal Gear Online; the multiplayer component to The Phantom Pain. Meeting and working for 
Kojima-san has been a true honor and privilege and having him sign my worn down copy of The 
Art of Metal Gear Solid from which | used to study, holds deep meaning to me. Maybe one day, 
| will have the honor of having it signed by Shinkawa-san as well. 


Thank you, Kojima-san, Shinkawa-san and the development team behind Metal Gear Solid for 
your dedicated commitment to building a lifelong franchise and having inspired a boy and his 
dream-like imagination. 


ゲー ム が 好き に な っ た の は 、 祖 父 が コモ ドー ル と IBM コン ピュ ー タ を 紹介 し て くれ た の が きっ か 
け で す 。 画 面 上 に キャ ラク ター が 浮か び 上 が る 仮想 世界 に 没頭 し 、 一 緒 に 過ごし た 時 間 は と て 
も 思い 出 深い も の で し た 。 


次 に ビデ オ ゲ ー ム に 触れ た の は 、 任 天堂 の 「 心 を 揺さぶる 」 グ ラフ ィ ッ ク を 見 た こと で し た 。 
ー 握 り の ピク セル の 間 の 細部 を 頭 の 中 で 埋め て いる こと に 気づか ず 、 グ ラフ ィ ッ ク が いか に リ 
アル に 見 える か を 考え た こと を 覚え て いま す 。 


も う 一 つの 技術 的 な 飛躍 は 、 フ ァ イ ナ ルフ ァ ン タ ジ ー7 や バイ オハ ザー ド な どの ゲー ム を 発売 し 
た ソニ ー・ プ レイ ステ ーション で し た 。 革新 的 な ゲー ム プ レイ と スパ イ 活 動 、 そ し て 素晴らし 
い ア ー ト ディ レク ショ ン が 完璧 に ミッ クス され た メタ ルギア ソリ ッ ド を 発見 し た の も その 頃 で 
し た 。 こ の ゲー ム の 素晴らし さ は 、 緊 張 感 の ある コソ コソ と 、Al を 起動 させ て 対決 する 興奮 と 
の 対比 に あり まし た 。MGS は また 、 映 画 の よう な カッ トシ ー ン を 使用 し て 、 ス トー リー テリ ング 
を 押し 進め まし た 。 


シェ リ ダ ン カ レッ ジ の アニ メー ショ ンプ ログ ラム に 在籍 し て いた 頃 は 、MGS の キャ ラク ター を 描 
いた り 、 新 川 さ ん の 作品 を 研究 し た り し て いま し た 。 そ の た め 、 ア ニ メ 業 界 を 夢見 て いた 同級 
生 の 中 に は 戸惑っ て いる 人 も いた よう で す 。 し か し 、 こ れ ほ ど ま で に 優雅 さと 力 強 さ を 兼ね 備 
えた 美しい 筆致 で 描か れ た 作品 を 見 た こと は あり ませ ん で し た 。 新川 さん の 絵 は 、 水 蒸気 の よ 
うな し ぐさ と 、 美 し く コ ント ロー ル さ れ た ロス ト エ ッ ジ か ら 、 徐 々 に 積み 重なっ て いき 。 書 道 
の 達人 の 自信 に 満ち た 筆致 に ふか さわ しい 大 胆 な 作品 に 仕上 が っ て いま す 


新川 さん の 作品 に は 大 き な 刺 激 を 受け まし た 。 し か し 、 メ タル ギア の プロ ジェ クト に 携 わ れ る 
と いう 夢 は 、 ス タ ジ オ が 日 本 に あっ た か ら こ そ 考 えら れ な か っ た ファ ンタ ジー で し た 。 だ か ら 
こそ 、LA の 小島 プロ ダク ショ ン で メタ ルギア オン ライ ン (『 フ ァ ン トム ペイ ン 』 の マル チ プ レ 
イヤ ー コ ン ポ ー ネ ン ト ) の 仕事 を する こと に な っ た の は 、 と て も 驚き まし た 。 小 島 監 督 に お 会 
いし て 仕事 が で きた こと は 、 本 当 に 光栄 な こと で あり 特権 で あり 、 私 が 勉強 し て いた .『The. Art 
of Metal Gear Solid] に サイ ン を し て も ら っ た こと は 、 私 に と っ て 深い 意味 を 持っ て いま す 。 
いつ か 、 私 も 新川 さん に サイ ン し て も ら え る 日 が 来る か も し れ ま せん 。 


小島 監督 、 新 川 さ ん 、 そ し て メタ ルギア ソリ ッ ド の 開発 チー ム の 皆さん 、 生 涯 続く 用 ラン チャ 
イズ の 構築 に 献身 的 に 取り 組み 、 少 年 の 夢 の よ うな 想像 方 を 刺激 し て ぐれ だ こと 令 感 謝 じ て 
まず 。 
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JULIEN CHIEZE 


Content Creator / Writer - Arance 


A real UFO. Death Stranding shares with its creator, Hideo Kojima, a frank singularity. Deep, yet 
repetitive, sumptuous, yet arid, fascinating, yet confusing... he cultivates the paradoxes that 
contribute to make it so unique. 


In the space of a few years, everything has accelerated. Following his sudden departure from 
Konami, Hideo Kojima set up his own independent studio, built a new team, launched and 
finalized a gargantuan and atypical project. Few people realize how much of a fragile feat it is. 


Beyond its 5-star cast, or its convoluted script, several months later one will also realize with 
amazement how much this work was avant-gardist... even premonitory. A fractured world. 
Confined humans. Fear of physical contact. An empathy that is written in digital format. Hideo 
Kojima once again opened a door to our future, now combined with our new present. This 
world so connected, and yet so fragile, with as its keystone the simple and brilliant idea of 
uniting the players, of making them collaborate in order to create a virtuous circle and not a 
vain confrontation. Brilliant. 


A few days before the release of Death Stranding, | welcomed my first child. The echo with the 
end of the adventure could not leave me insensitive. The values depicted in the story of Sam 
Porter Bridges, his bumpy gait, his hours staggering and finally culminating in love, in sharing, 
will leave undeniable traces in my heart. And what a final. What an emotion following Cliff’s 
last moments. 


Hideo Kojima is for me a UFO. A creator out of the ordinary who constantly dares to take the 
risk of destabilizing us, who has fun to shake our certainties. Betraying the expectations of the 
players, taking us further, questioning us, leading us to develop our own reflections. With him, 
the game starts at the first trailer, continues with the joystick in hand, and continues for a long 
time with the end credits. 


Thank you Hideo for never falling into the easy way. Thank you for continuing to create such 
different worlds where our soul, for a moment, is lost with delight, leaving us forever a trace, 
an emotion. The mark of the authentic authors. 


本 物 の UF0。 デ ス ・ ス トラ ン デ ィング に 
し て いる 。 深く 、 し か し 反 
いる 彼 は この 作品 を ユニ ー ク な も の に 
る 


すべ て が 加速 し まし た 


x HL い チ ー ム を 作り 、 巨 ガ ェ ク ト を 立ち 上 げ 、 
い 偉 業 で ある か に 気づい て いる ト よ ほ と ん どい な い だ ろ 


は 、 こ の 作品 が 
- る こと に な る 
o 内 休 的 接触 へ の れ た 共 5 
5, $h1-508 し て いる 。 この 世界 は 
も 壊れ や すく 、 プ レイ ヤー る t E らし い ア TU E 
て 、 無 駄 な 対立 で は な く 、 好 循 } 応 を 生み 出す た め に 協力 さ せる 。 す ば らし い 。 


向 な も の で あ 


5 つ 星 の キャ スト や 複雑 な 脚本 B 
Y 分 断 さ れ た 世界 。 
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デス スト ラン ディ ング の 公開 数 日 前 、 私 は 第 一 子 を 迎え た 。 B 
感 に させ る こと が で き な か っ た 。 サ ム ・ ポ ー タ ー・ 
で こ ぼ こ し た 足取り 、 よ ろ め き な が ら の 時 間 、 そ し て 
し た こと は 、 私 の な い 痕 跡 を 残す こ と に な 
クリ フ の 最後 の 瞬間 


$? 

> 
INE Ee BLAIS о CUERO, 3, ЕЛЕ, ас ORA ОЕ А 
ASCCERULACUSSSOEXEUIZ2UrI—-58—. FLAT -DHFERYUTAHESES 
SIENTHTE, 15i T. ARDASOR EA ERE IE А КЭС, fs 
と 一 緒 に 、 ゲ ー ム は 最初 の トレ イラ ー で 始ま り 、 ジ ョ イコ ン を 片手 に 続き 、 エ シド クレ ジッ ト 
で 長く 続き ます 。 


決し て 安易 な 道 に 陥ら な い 秀雄 さん に 感謝 し ます 。 私 た ちの 魂 が 、 一 瞬 、 喜 び を も っ て 失わ 
れ 、 永 遠 に 痕跡 、 感 情 を 残す よう な 、 こ の よう な 異な る 世界 を 創造 し 続け て くれ て あり が と 
う 。 本 物 の 作者 の 印 。 


KANAZU SHINWA. NISHITA 


Yukio Nishita / Eyewear Shop owner - Japan 


| discovered the talent of Hideo Kojima on MSX2 with Metal Gear and I’m happy that some 
years later, during the release of MGSV | heard about a collaboration between Jean-Francois 
Rey, the designer of Kojima’s favorite eyewear and Kojima Productions to create «Metal Gear 
Solid V TPP x J.F.REY». 


The turning point came when our store, which is an eyewear store, started to deal in «collabo- 
ration eyewear» with these products. 


As a fan, | couldn’t be happier to tell you about the charm of the eyewear and the director’s 
works as a token of my appreciation and gratitude to Mr. Kojima for all he has done for me. 


| was happy just to be able to people stories about them, but Mr. Kojima gave me a gift that 
was even more than | wanted to give in return, and it made me feel a lot closer to the fans. 


This time, we have become the official eyewear store for the collaboration with «DEATH 
STRANDING» and «J.F.REY», the first independent work of Mr. Kojima, and the connection with 
the fans who love his works continues to expand. 


Of course, I’ve played and completed this game, and | never get tired of it. I’m grateful to Mr 
Kojima for continuing to show us the wonder of connection and a new world. 1/11 continue to 
support you ! 


私 は MSX2 で 小島 秀夫 さん の 才能 を 『 メ タル ギア 』 で 知っ た の で す が 、 数 年 後 の MGSV 発 売 時 に 、 
小島 さん が 愛用 し て いる アイ ウェ ア の デザ イナ ー で ある ジャ ン ・ フ ラン ソ ワ ・ レ イ さ ん と 小島 
プロ ダク ショ ン が コラ ボ し て 『 メ タル ギア ソリ ッ ド V TPP x J.F.REY] を 作っ た と いう 話 を 聞 
いた の が 嬉し か っ た で すね 。 


転機 と な っ た の は 、 ア イ ウ ェ ア 専 門 店 で ある 当店 が 、 こ れ ら の 商品 と の 《 コ ラボ アイ ウェ ア «Ф 
取り 扱い を 始め た こと で し た 。 


ファ ン と し て は 、 今 まで お 世話 に な っ た 小島 さん へ の 感謝 と 感謝 の 気持 ち を 込め て 、 ア イ ウ ヴェ 
ア の 魅力 や 監督 作品 の 魅力 を お 伝え する こと が で き て 、 こ れ ほ ど 嬉 し いこ と は あり ませ ん で し 
fs. 


人 に 話 を 聞か せ て も ら え る だ け で も 嬉し か っ た の で す が 、 小 島 さ ん か ら は お 返し に と 思っ て 
た 以上 の プレ ゼン ト を いた だ き 、 フ ァ ン の 皆さん と の 距離 が ぐっ と 近く な っ た 気 が し ます 。 


避 、 小 島 さ ん の 初 の 制作 作品 で ある 『DEATH STRANDING』 と 『J.F.REY』 と の コラ ボレー 
ョ ン の オフ ィ シ ャ ル ア イ ウェ アシ ョ ッ プ と な り 、 小 島 さ ん の 作品 を 愛す る ファ ン と の つなが 
よさ ら に 広がり 続け て いま す 。 


м Ub 


6525/4: プレ イ し で クリ ア し た こと も あり まず し 飽き る こと HDI EEA RA LORA, 
らし さ 、 新 し い 世 界 を 見 花 続 けけ て ぐれ る 小島 さん に 感謝 し で いま す 。 ミ れ か ら も 応援 し て いま 
す ! 
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KELLY MAROT 


Actor / Voice Actor / Мата & Lockne in Death Stranding - France 


| was so happy to be able to find Margaret Qualley again and without spoiling the game, to be 
able to have this little challenge of making two characters at the same time (Lockne and Mama) 
by giving myself the line and to have so many scenes to play with real emotions. 


Congratulations to Jean-Philippe Briere who was so important in the smooth running of the 
dubbing in French. 


Because in this dubbing we didn’t have the images, not the situations, the sentences were cut 
into several parts, so before seeing the finished work, we didn’t knew how it will look like. We 
let ourselves be totally guided by the Artistic Direction. And I’m verry happy of the result and 
that the dubbing was successful, congratulations to the team for the casting and direction of 
the actors. 


LOW ROAR 


Ryan Karazija / Singer - USA 


Sometimes things just fall into place. Had Hideo not been in that exact spot at that exact mo- 
ment , this collaboration would have never happened. Sometimes you push for things , some- 
times the stars align themselves... and in this case | am glad they did. 


LUC BAGHADOUST 


Executive Producer at DONTNOD - Canada 


| started playing video games in the early 80's and it quickly became a passion. My friends and 
| were fans of many licenses and their publishers. Unfortunately, | didn't pay any attention at 
that time to the development studios and the talents that made them up. 


Even if the names of some great creators sounded familiar (Miyamoto-San, Eric Chahi...), Hideo 
Kojima is the first name of Game Director that | retained, following the discovery of one of my 
cult games : Metal Gear Solid on Playstation. 


The introduction sequence was not like what | had discovered so far. The credits with the 
names of the actors voice, music, camera shots, | had in front of me a realization that took 
itself seriously, and that made me understand that video games could do as well as cinema, if 
not better. 


The game mixed what | liked best in manga, spy and action movies, while being interactive! 


ot only was the game awesome, but it also had unforgettable footage beyond anything | had 
experienced before. 


remember being bluffed by the fight against Psycho Mantis, who had read my thoughts (my 
memory card) to tell me that | liked the game Vandal Hearts, and that | was a very careful per- 
son (| often saved my game). 


remember being stuck for half an hour trying to find the radio frequency in the game to call... 
But where could that CD box be that the game was asking me to look behind? Realizing that 
this was the real box of the game, in my room, marked a whole generation, myself included. 


became a fan of Kojima-San afterwards, and waited patiently for the release of each of its 
other titles as | did for my favorite movie directors. 


The MGS series, Zone of the Enders, Boktai and its light-sensitive cartridge, the terrifying PT, 
and more recently Death Stranding, all carry a willingness to push the genre, to play with the 
viewer and go to the end of an uncompromising vision. 


Except for a brief photo at E3, | haven’t had the chance to speak with Hideo Kojima yet, but 
| hope to do so one day. Many are fans of his work at Dontnod and our Animation Director, 
Teppei Takehana, is an alumnus of Kojima Productions. He is always welcome to visit the studio 
if he feels like it! 


80 年 代 前 半 に ビデ オ ゲ ー ム を 始め て 、 す ぐに 夢中 に な っ て し まい まし た 。 私 と 友人 は 、 多 ぐ の 
ライ セン ス と その 出版 社 の ファ ン で し た 。 残念 な が ら 当 時 は 開発 スタ ジオ や タレ ント に は 全く 
注目 し て いま せん で し た 。 


偉大 な クリ エイ ター の 名 前 は 聞き 覚え が あっ て も (宮本 さん 、 エ リッ ク ・ チ ャ ヒ な ど .… ぼ .) 、 小 
島 監 督 は 、 カ ルト 的 な ゲー ム (プレ イス テー ショ ン の メタ ルギア ソリ ッ ド ) の 一 つ を 発見 し た 
後 、 私 が 一 番 初め に 覚え た ゲー ム デ ィ レ クタ ー の 最初 の 名 前 で す 。 


イン トロ は 、 今 まで 発見 し て きた も の と は 違っ て いま し た 。 俳優 の 名 前 、 声 優 の 名 前 、 音 楽 、 
カメ ラ の ショ ッ ト な どの クレ ジッ ト を 見 る と 、 私 の 目 の 前 に は 真剣 に 取り 組ん で いる 作品 が あ 
り 、 ゲ ー ム は 映画 と 同じ よう に 、 そ れ 以 上 で は な い に し て も 、 映 画 と 同じ よう に で きる こと を 
理解 させ て くれ まし た 。 


この ゲー ム は 、 イ ンタ ラク ティ ブ で あり な が ら 、 漫 画 、 ス パイ 、 ア クシ ョ ン 映 画 の 中 で 一 番 好 
き な も の を ミッ クス し て いま し た ! 


ゲー ム の 凄 さ だ け で な く 、 今 まで の 経験 を 超え た 忘れ られ な い 経 験 で し た 。 


サイ コマ ン テ ィ ス と の 戦い で 、 自 分 の 思考 (メモ リー カー ド ) を 読ん で 「 バ ンダ ル ハ ー ツ と い 
う ゲ ー ム が 好き だ 」 と ハッ タリ を 受け た の を 覚え て いま すし 、 自 分 は 慎重 な 人 間 な の で (ゲー 
ム は よく セー ブ し て いま し た ) 。 


ゲー ム の 中 で 電話 を か ける た め の 無 線 周波 数 を 探す の に 30 分 も か か っ た の を 覚え て いま すす sm こ 
れ が ゲー ム の 本 当 の 箱 で ある こと を 認識 し 、 私 の 部 屋 で は 、 私 自身 を 含め て 、 全 世代 を マー ク 
し まし た 。 


その 後 、 小 島 監 督 の ファ ン に な っ た 私 は 、 好 き な 監 督 の 作品 を 見 る よう に 、 他 の 作品 の 発売 を 
気長 に 待っ て いま し た 。 


MGS シ リー ズ 、 ゾ ー ン オブ エン ダー ズ 、 ボ クタ イ と その 感光 カー トリ ッ ジ 、 恐 る し い PT、 そ し て 
最近 で は デス ・ ス トラ ン デ ィング な ど 、 ど れ も が ジャ ン ル を 押し 進め 、 見 る 人 を 翻弄 し ヾ 妥協 
の な い ビ ジョ ン の 果て まで 行く と いう 意欲 を 持っ て いま す 。 


E3 で の 箇 単 な 写真 を 除い て 、 小 島 秀 夫 さ ん と は まだ 話す 機会 が あり 災 せ ん が 、 いつ か 話 じ た い 
思っ て いま す 。 ドン ノド の ファ ン の 方 も 多く 、 弊 社 の 作画 監督 の 竹 花 鉄 平 さ ん は ほ 元 小島 プロ 
ダク ショ ン の 社員 で す 。 気 が 向い た らい つ で も スタ ジオ に 遊び に 来 て くれ る そう で す 』 
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MATHIEU TURI 


Film Director / Writer - Егайсе 


—— 


As a movie director, you always try to find inspiration in many fields, not just movies. 


I’m a big player since I’m a kid, and I’ve always thought that video games can be a true Art, 
and a unique expression field for storytellers. Master Hideo Kojima is one of the main reason 
this is possible. 


The only time | ever cried playing a game was at the end of Snake Eater, when you have to push 
the button to kill The Boss. That feeling still haunts me years after. 


His way to always push the boundaries of the player experience is something very important, 
and the mark of a true creator. 


When | watched the first Death Stranding trailers, | literally felt from my seat. It was already a 
true expression of an artist, and playing the game has been just a confirmation of his genius. 
Death Stranding is, in my opinion, a game that will stay for ever, as a social experience about 
reconnecting the world, in a time where the big sellers are all about killing and competition. 
Here, it's about playing together, expanding the concept of hope, and helping the world to 
become a better place. That's a unique experience, and | just can't wait to see what his next 
game will be. 


MATHUS DE JONGE 


Game Director at Guerrilla Games - Netherlands 


30 years ago my father came home with a Sony MSX home computer and not long after I 
discovered the magic of videogames. During those years there was an incredibly strong wave 
of games coming from Japan but Kojima's Metal Gear and SD Snatcher had so much impact 
on me personally, that | started to create my own game prototypes which eventually led to a 
career in the videogame industry. 


Over the past decades l've found a lot of inspiration in the works of famous people from Japan 
like Miyamoto Musashi, Akira Kurosawa, Hayao Miyazaki, and of course Hideo Kojima. 


à 


Videogames have the powerto teleport you into a world and experience like no other but only 
some manage to impact you in such a way that you'll never forget particular moments. SD 
Snatcher showed me how impactful stories in videogames can be. Metal Gear Solid showed me 
how creative and fun games can be. And his later works continued to be a source of inspiration. 


As described in Eiji Yoshikawa's novel Mushashi, the hand of a true master can create so- 
mething so beautiful that it touches you at your core and leaves you changed for life. For this 
'd like to thank Kojima, for being such an inspirational videogame designer, one that | can only 
aspire to become one day. 


t has been an unbelievable honor that his latest game Death Stranding is running on our De- 
cima engine. And although my involvement has been minimal, | never expected that our paths 
would cross like that. | wish him all the best and hope he will continue to create amazing expe- 
riences for a very long time. 


年 前 、 父 が ソニ ー の MSX を 持っ て 帰っ て き て か ら 間 も な く 、 私 は テレ ビ ゲ ー ム の 魅力 を 知っ 
。 そ の 頃 は 日 本 か ら の ゲー ム の 波 が 非常 に 強かっ た の で す が 、 小 島 さ ん の 『 メ タル ギア 』 や 
『SD ス ナッ チャ ー』 は 個人 的 に 非常 に イン パク ト が あっ た の で 、 自 分 で ゲー ム の プロ ト タ イ ブ 
を 作る よう に な り 、 そ れ が きっ か け で ゲー ム 業 界 で の キャ リア を 積ん で いき まし た 。 


= со 
rs 


ここ ご 数 十 年 、 私 は 宮本 武蔵 、 黒 澤 明 、 宮 崎 駿 、 そ し て も ちろ ん 小島 秀夫 な どの 日 本 の 有名 な 人 
た ちの 作品 か ら 多 く の イ ンス ピ レ ー シ ョ ン を 得 て き まし た 。 


ビデ オ ゲ ー ム に は 、 他 に 類 を 見 な い 世 界 や 体験 に 送る カカ が ある が 、 そ の 中 で も 特に 忘れ られ な 
い ほ どの イン パク ト を 与え られ る の は 、 一 部 の ゲー ム だ け だ 。 SD スナッチャー は 、 ビ デオ ゲ 
ム の スト ー リ ー が いか に イン パク ト の ある も の で ある か を 教え て くれ た 。 メ タル ギア ソリ ッ ド 
は 、 ゲ ー ム が いか に クリ エイ ティ ブ で 楽し いも の で ある か を 教え て くれ た 。 そ し て 、 そ の 後 も 
彼 の 作品 は イン スピ レー ショ ン の 源 と な っ て いる 。 


吉川 英治 の 小説 「 武 蔵 」 に も ある よう に 、 真 の 巨匠 の 手 に よっ て 、 人 の 心 の 共 に 響く よう な 美 
し いも の が 生ま れ 、 人 の 人 生 を 変え て いく 。 小 島 さ ん に は 、 私 も いつ か な り た いと 思え る よう 


な 、 刺 激 的 な ゲー ム デ ザイ ナー に な っ て くれ た こと に 感謝 し た いと 思い ます 。 


彼 の 最新 ゲー ム デ ス ・ ス トラ ン デ ィング が 我々 の デシ マエ ンジ ン で 作用 し て いる こと は 信じ 
られ な い ほ ど 光 栄 な こと で し た 。 私 の 関与 は 最小 限 に と ど ま っ て いま す が 、 ま さか この よう な 
出会い が ある と は 思っ て も いま せん で し た 。 


彼 の 成功 を 祈る と と も に 、 彼 が 非常 に 長い 間 、 素 晴らし い 体 験 を 作り 続け て くれ る こと を 願っ 
て いま す 。 


MIKAEL KASURINEN 


Game Director at Remedy - Finland 


| remember clearly when Metal Gear Solid came out and the impact it had. It was striking with 
its captivating music, unique style and direction. And it was unashamed of being what it nee- 
ded to be, it felt like a game that had something to say. 


But what really blew my mind was Metal Gear Solid 2, the sequel. It was bold, complex and 
captivating. It was ahead of its time, went ‘meta’ before anyone even thought about things 
like that. It was endlessly clever, filled with unexpected moments, and ended up inspiring a 
generation of players and game makers alike. 


To me, it was one of the first experiences that really opened up the realm of possibilities that 
exist within video games. And Hideo Kojima, with his team, was just getting started. 
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One of the best games I’ve ever played is Metal Gear Solid V. | know it is divisive, and it does 
breaka lot of conventions within the series, but still to me it is clearly, unmistakably, MGS. 


К was a show a strength, not just in terms of creativity, but also flexibility in how the Metal Gear 
series can evolve and change through the times. | can see how maybe during the development 
the first thoughts of Death Stranding started to emerge. 


With Death Stranding he demonstrated his ability to explore new avenues in gameplay, and 
holding on to core principles that define his work. And | can understand that after a lifetime 
of tactical espionage, you want to try something else. And | was there, cheering him on. As a 
creator myself, to me it is always a moment of celebration for when any genius decides to try 
something new. 


I’ve met him only a few times. He stopped by at our studio (Remedy Entertainment) in 2019, 
we chatted about games, his thoughts on Death Stranding and overall philosophy on games. 
He’s a polite, yet passionate man. He thinks deeply about what he does. | was very impressed 
by him. 


Hideo Kojima is a genius, and is already a legend in the world of video games; he has already 
reached a level that only a few of us can aspire to. | think we’re all blessed by having him 
around, doing what he does. | can’t wait to see what he will do next. 


メタ ルギア ソリ ッ ド が 発売 され た 時 の こと を は っ きり と 覚え て いま す 。 魅惑 的 な 音楽 、 ユ ニー 
ク な スタ イル 、 演 出 が 印象 的 で し た 。 そ し て 、 そ れ は 必要 と され て いる こと に 恥じ な い 、 何 か 
を 言い た い ゲ ー ム の よう に 感じ まし た 。 


し か し 、 本 当 に 心 を 揺 さ ぶ っ た の は 、 続 編 の メタ ルギア ソリ ッ ド 2 で し た 。 大 胆 で 、 複 雑 で 、 魅 
了 さ れ ま し た 。 時代 を 先取 り し て いて 、 誰 も が その よう な こと を 考え な いう ち に 「 メ タ 」 に な 
っ て いた 。 限り なく 巧妙 で 、 予 想 外 の 瞬間 に 満ち あて いて 、 プ レイ ヤー や ゲー ム メ ー カ ー の 世代 
を 鼓舞 し て くれ まし た 。 


私 に と っ て は 、 ゲ ー ム の 中 に 存在 する 可能 性 の 幅 を 大 きく 広げ て くれ た 最初 の 経験 の 一 つ で し 
た 。 


そし て 小島 監督 は 、 彼 の チー ム と 一 緒 に 、 ま だ 始ま っ た ば か り で し た 。 


これ まで に プレ イ し た 中 で 最高 の ゲー ム の 一 つが メタ ルギア ソリ ッ ド V だ 。 創造 性 だ け で な く 、 
メタ ルギア シリ ー ズ が どの よう に 進化 し 、 時 代 に 合わ せ て 変化 し て いく の か と いう 和 柔軟 性 を 持 
っ て いる と いう 点 で も 強み を 発揮 し て いま す 。 お そら く 開 発 中 に デス ・ ス トラ ン デ ィング の 最 
初 の 考え が 出 て きた の で は な いか と 思い ます 。 


デス ・ ス トラ ン デ ィング で 彼 は 、 ゲ ー ム プレ イ で 新た な 道 を 開拓 する 能力 を 示し 、 作 品 を 定義 
する 核 と な る 原則 を 守り 続け て いま す 。 戦術 的 な スパ イ 活 動 を 生涯 続け て きた 後 、 他 の こと に 
挑戦 し た いと いう 気持 ち は よ くわ か り ま す 。 私 は そこ に いて 彼 を 応援 し て いま し た 。 ク リエ イ 
ター で ある 私 に と っ て 天才 が 何 か 新しい こと に 挑戦 する の は 祝う べき 瞬間 で す 。 


彼 と は 数 回 し か 会 っ た こと が な い 。 彼 は 2019 年 に 私 た ちの スタ ジオ (Remedy Entertainment) 
に ご 来 社 し 、 私 た ち は ゲ ー ム に つい て お し ゃ べり し 、 デ ス ・ ス トラ ン デ ィング と ゲー ム に 関す 
る 彼 の 考え や 全体 的 な 哲学 に つい て 話し まし た 。 彼 は 礼儀 正しい が 、 情 熱 的 な 男 だ 。 彼 は 自分 
が や っ て いる こと に つい て 深く 考え て いま す 。 私 は 彼 に と て も 感銘 を 受け まし た 。 


NS 


小島 監督 は 天才 で あり 、 ゲ ー ム の 世界 で は すでに 伝説 と な っ て いる 。 彼 が や っ て いる こと を や 
っ て いて 、 私 た ち は み ん な 恵まれ て いる と 思い ます 。 次 作 に 何 を し て くれ る の か 、 今 か ら 待 ち 
遠 し いで す 。 
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NICOLAS COURCIER / THIRD EDITIONS 


Co-founder of Third Editions - France 


Discovering Death Stranding is like hearing from an old friend who you'd lost touch with a bit, 
and who you knew had lived through some dark days. 


| don't know Hideo Kojima personally. | can try to understand his personality through the inter- 
views he gives or the tweets he posts regularly. But a narrator's voice, like his memories, does 
not always prove to be very reliable. 


On the other hand, an author's work does not lie. It betrays the feelings instilled by its creator 
during its making. And as everyone knows, Hideo Kojima can be very talkative, sometimes 
exposing without modesty his vision of the world, his fears, his desires. 


Also, while playing Death Stranding, | perceived fragments of the state of mind of today's 
Hideo Kojima. I felt an uncommon will to share, a bulimia for relationships, a desire to recon- 
nect with his friends, his relatives, those whose work he appreciates. And above all, a desire to 
reconnect with us, the players. 


Sharing. Just as we share our equipment (rope, ladder) with other Sam Bridges. Just as we 
share our advice, our traits, using the various road signs available to us in the game menu. 


Paradoxically, and even if it provoked rejection in some people, Death Stranding is certainly the 
most generous Kojima game, thought for the player. This desire to share expresses itself every 
second, with each one of us, connected as we were by these invisible strings. 


Initiated as a dark project with a horrific tendency, Death Stranding has gradually slipped 
towards the light. 


After all, maybe I finally know a little bit about Hideo Kojima. So I can say it: he is today at the 
peak of his art, sharpened, creatively regenerated, full of hope and confident about the future. 
He wants only one thing: to share. 


小島 秀夫 の 足跡 を 辿っ て 


デス ・ ス トラ ン デ ィング を 発見 する の は 、 連 絡 を 絶っ た 旧友 を 調べ て いる よう な も の で 、 暗 い 
日 々 を 過ごし て いた の で す 。 


小島 監督 は 知ら な い 。 彼 の イン タビ ュー や 定期 的 に 投稿 され る ツイ ー ト か ら 、 彼 の 人 柄 を 理解 
し よう と する こと が で きま す 。 し か し 、 語 り 手 の 声 は 、 記 憶 の よう に 、 あ まり 信頼 性 の 高い も 
の で は あり ませ ん 。 

一 方 、 作 家 の 仕事 は 嘘 を つか な い 。 そ れ が 作ら れ た 時 に 作り 手 が 植え 付け た 感情 を 裏切っ つて い 
ます 。 そ し て 、 誰 も が 知っ て いる よう に 、 小 島 監督 は 非常 に 鏡 舌 で 、 時 に は 世界 観 や 恐怖 、 欲 
望 を 謙虚 に さら け 出 すこ と も ある 。 


また 、 デ ス ・ ス トラ ン デ ィング を プレ イ し た と き に 、 今 の 小島 監督 の 心 の 状態 の 断片 を 感じ ま 
除 の た め の 過 食 症 、 彼 の 友人 や 親戚 、 彼 が 感謝 し 
\ う 願望 を 感じ まし た 。 そ し て 何より も 、 私 た ち 


選手 た ちと 再会 し た いと いう 気持 ち 。 


共有 。 他 の サム ・ ブ リッ ジス と 装備 (ロー プ 、 は し ご ) を 共有 し て いる の と 同じ よう に 。 ゲ デー 
ム メ ニュ ー で 利用 可能 な 様々 な 道路 標識 を 使用 し て 、 私 た ちの アド バイ ス 、 私 た ちの 特性 を 共 
有する の と 同じ よう に 、 私 た ちの た め に 利用 可能 な 様々 な 道路 標識 を 使用 し て いま す 。 


逆説 的 に 、 そ れ が 何人 か の 人 々 に 拒絶 反応 を 引き 起こ し た と し て も 、 デ ス ・ ス トラ ン デ ィング 
は 確実 に プレ イ 一 の た め に 考え られ た 、 最 も 寛大 な 監督 の が 一 ム で ある こと を 証明 じ で てい ま 
す 。 こ の 「 共 有 し た い 」 と いう 思い は 、 目 に 見 えな い 和 糸 で 結ば れ た みん な と 、. 刻 二 刻 と 表現 ざ 
れ て いま す 。 
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日 、 芸 術 の 頂点 に WC 、 研 ぎ 澄 まさ ざれ 、 創 造 的 に 再生 され 、 希 望 に 満ち て いて 、 未 来 に 自信 を 
持っ て いる と いう こと だ 。 彼 が 記 ん で いる の は た だ ー つ 、 共 有する こと で す 。 


NOE ALONZO 


Photographer - South Korea 


It is hard to put into words just how much of an impact Hideo Kojima has had not only in the 
video game industry, but also in the lives of ordinary people such as myself. 


| grew up playing his games, they were the first time | was able to experience a game as a story, 
complete with hours of cutscenes and depth. The storylines, characters, and gameplay have 
remained with me even now, whether it be as fond memories or as a meme on the internet. 


A whole generation of people has been able to bond through the experiences provided thanks 
to the imagination and creativity of Hideo Kojima. | would like him to know that not only has 
he impacted my childhood, but also my professional life as you can see traces of the worlds he 
created in my photography. Thank you for everything Mr. Kojima. 


小島 監督 が ゲー ム 業 界 の みな ら ず 、 私 の よう な 一 般 人 の 生活 に どれ ほど の 影響 を 与え た か 、 言 
葉 で は 言い 表せ ませ ん 。 


私 は 彼 の ゲー ム を プレ イ し て 育ち まし た が 、 彼 の ゲー ム で 初め て ゲー ム を スト ー リ ー と し て 体 
験 し 、 何 時 間 も の カッ トシ ー ン と 深み の ある も の に し まし た 。 そ の スト ー リ ー、 キ ャ ラク タ 
ー、 ゲ ー ム ブ プレイ は 、 思 い 出 と し て 、 あ る い は イン ター ネッ ト 上 の ミー ム と し て 、 今 で も 私 の 
心 に 残っ て いま す 。 


小島 監督 の 想像 と 創造 が あっ た か ら こ そ 、 世 代 を 超え た 絆 が 生ま れ た の だ と 思い ます 。 小 
島 監督 が 私 の 言葉 を 読ん で くれ る か どう か は わか り ま せん が 、 彼 が 私 の 子供 時 代 だ け で な く 、 
私 の 人 生 に も を 与え て くれ た こと を 知っ て も らい た いと 思い ます 。 小島 さん 、 い つも あり 
が と う ご ざ いま す 。 


PANTHAA / YOHAN BENSEMHOUN 


Journalist at JeuxVideo.com - France 


- What an adventure. Undeniably Death Stranding has proved to us all that video games are а 
. true art in their own right. 


' Because if Hideo Kojima’s previous peregrinations were all or almost all anchored in a very 


distinct and often already marked out game design base, this new epic is undoubtedly a stage 
in his life, transcribed through the medium that Kojima masters best: videogame production. 


An adventure with an almost mythological framework is taking shape, where the player parti- 
cipates as a spectator of a tragedy, but also as an actor of a real game design experience, made 
of frustration, rewards, and countless moments of calm, contemplation, and complicity, as no 
game has ever offered before. 


And this audacity, which positions the multiplayer as a real part of a work that is nevertheless 
openly solo, offers us, in addition to all this technicality, a unique universe, tackling themes that 
reach us all in our own way. 


Solitude, paternity, nihilism : we go through a whole range of opinions and emotions through 
Death Stranding, living each chapter while getting lost in the documentations, which tell usthe 


ig } 
> 
unspeakable world before, guided by the quest of Death Stranding which, like an Ancient Love- 
craftian, will hide its true nature for a long time... 


| waited for this game, | dissected its trailers and | took great pleasure in going through it for a 
whole week during the test made for Jeuxvideo.com. In ending it, deeply moved by the despe- 
rate way Sam tries to revive Lou, | took a real slap in the face, as often in front of movies, but 
rarely in front of a video game despite the hundreds of titles I’ve been able to finish over the 
last twenty years. 


な ん て 冒険 な ん だ ろう 。 小 島 監 督 の これ まで の 作品 が 、 ほ と ん どす べ て が 、 非 常に に っ きり と 
し た ゲー ム デ ザイ ン の 基盤 に 支え られ て いた と すれ ば 、 こ の 新作 は 、 小 島 が 最も 得意 と する ビ 
デオ ゲー ム 制 作 と いう 媒体 を 通し て 転写 され た 、 彼 の 人 生 の 一 段階 で ある こと は 間違い な い だ 
ろう 。 


プレ イヤ ー は 悲劇 の 観客 と し て だ け で な く 、 ゲ ー ム デザ イン の アク ター と し て も 参加 し 、 挫 
折 、 報 酬 、 そ し て これ まで に な い 静 寂 、 熟 考 、 共 感 の 無数 の 瞬間 を 経験 する こと が で きま す 。 


そし て 、 マ ル チ プ レイ ヤー を 作品 の 一 部 と し て 位置 づけ 、 そ れ に も か か わら ず 公 然 と ソロ ブ 
レイ で ある と いう この 大 胆 さ は 、 こ の 技術 性 に 加え て 、 私 た ち に 独自 の 宇宙 を 提供 し 。 私 た 
ち 全 員 に 届く テー マ に 私 た ちな り の 方 法 で 取り 組む こと が で きま す 。 MM, RHEL CEVA 
ム . 私 た ち は デ ス ・ ス トラ ン デ ィング を 通し て 、 様 々 な 意見 や 感情 の 間 を 行き 来 し な が 
ら 、 各 章 を 生き 、 言 葉 に で き な い ほど の 前 の 世界 を 教え て くれ る ドキ ュ メ ント に 迷い な が ら 、 
古代 ラブ クラ フト の よう に 、 長 い 間 その 正体 を 隠し 続け る デス ・ ス トラ ン デ ィング の 探求 に 導 
か れ て 、 各 章 を 生き て いく o 


私 は この ゲー ム を 待っ て いま し た 、 成 長 を 続け る コミ ュ ニ ティ の 仲間 と 一 緒 に その トレ ー ラ ー 
を 解剖 し 、 私 は Jeuxvideo の た め に 作ら れ た テス ト 中 に 丸 一 週間 それ を 通過 する こと に 大 き な 
喜び を 得 ま し た 。 サ ム が ルー を 復活 させ よう と する 絶望 的 な 方 法 に 深く 感動 し 、 そ れ を 終わ ら 
せる 際 に 、 私 は 映画 の 前 で は よく ある よう に 、 顔 に 本 当 の 平手 打ち を し まし た が 、 私 は 過去 20 
年 間 で 終え る こと が で きた 何 百 も の タイ トル に も か か わら ず 、 ビ デオ ゲー ム の 前 で は めった に 
あり ませ ん 。 


PAUL BORNE 


Actor / Voice Actor / Deadman in Death Stranding - France 


There was something very special during the tme we spent working on the French voices of 
Death Stranding.. the feeling that this game was a rare adventure, and we felt it from the mo- 
ment the subject, the form and the style were stated. 


We worked with enthusiasm and respect for the work that had been done beforehand. And 
we had the time to refine, to try to make the best of this game so specifically incredible and 
so exceptional. 


| feel very proud of belonging to this beautiful cast. And as far as I’m concerned, to lend my 
voice to this man | admire (Guillermo Del Toro / Deadman). | really enjoyed myself during this 
beautiful adventure for an actor. Thank you for it ! 


デス スト ラン ディ ング 』 の フラ ンス 語 ボ イス を 担当 し て いた 時 間 に は 、 何 か 特別 な も の が あり 
まし た だ 。 


事前 に 行わ れ て いた 作業 に 敬意 を 払い な が ら 、 熱 意 を 持っ て 作業 に 臨み まし た 。 そ し て 、 こ の 
ゲー ム を より 洗練 させ 、 最 高 の も の に し よう と 努力 する 時 間 が あり まし た 。 
この 美しい キャ スト の 一 員 に な れ た こと を と て も 誇り に 思っ て いま す 。 そ し て 、 私 が 尊敬 する 
この 男 (ギレ ル モ ・ デ ル ・ ト ロ / デ ッ ド マン ) に 声 を 貸す こと は 、 私 の 関心 事 の よう に 、 私 の 声 
を 貸す こと で す 。 


この 美しい 冒険 の 間 、. 私 は 本 当 に 自分 自身 を 楽し ん で いま し た 。 あり が と うごき いま し た 
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RINOTHEBOUNCER / Мо AL-KADI 


Visual-Artist / Content Creator - Irak 


Usually when we think of momentous moments, there’s always a special name attached to 
each of them, the name of someone whose innovation was massive enough to become the 
definitive face of it. When one thinks “music”, the names “Madonna, David Bowie, Michael 
Jackson and Queen” immediately come to mind. Similarly when one thinks “video games”, the 
first thing that flashes into mind, is the man whose work whisked a 9 year old me on a long 
thrilling journey. 


As | think of his name, I’m immediately taken back in time to 1998, when nine year old me 
who’s new to gaming, got into a gaming center back in Iraq where one could both buy and play 
video games. | asked my friend who worked there, what the game on everyone’s screen was, 
and he said it’s Metal Gear Solid, and that it’s incredible but probably too hard for me to play, 
and | said “No, | gotta try it, and | don’t care!” And he said ok, so | got the game and | wanted 
to play it there to be in the same atmosphere with everyone else and | was blown away by how 
different it was from everything else | was playing at the time. It felt so thrilling without any 
monsters or anything otherworldly, at least for the first few hours, but | was so thrilled. 


Moving forward with my journey to Metal Gear Solid 3 and 4 and 5 and the marvel that is 
Death Stranding, an experience that immediately reach the top of my list above anything else 
I’ve ever played for over 23 years since | started gaming. 


This man’s creations spoke on his behalf and echoed throughout the industry. There isn’t a 
single person | know who hasn’t, in one way or the other, been touched by his talent, from 
gamers to developers to journalists and directors, seeing how unique, how impressive, how 
game-changing and genre-defining each and every experience he made is, and all the anti- 
cipation and hype that precedes every announcement he makes is more than justified and 
deserved. 


|, aS a gamer, a content creator and a human being, have found energy in his words, | found 
empowerment in his uniqueness and determination not to follow standards and to defy the 
boundaries of what’s mainstream, ordinary and possible. When he made his iconic statement 
The easiest way to make money is to make a game where everyone is on an island trying 
to shoot each other. | don’t want to make that. There’s no reason to create something that’s 
already there. | want to create something that gives more inspiration to the world”, it was the 
perfect summation of what | felt about him since | was a child. He’s a man who wants to bring 
something new to the world, a man who envisions gaming as an art form that he tackles with 
care, respect and ambition to break new grounds and take risks that most creators in the art 
and entertainment business wouldn’t dare take. 


Throughout all these years, the 9 year old kid who played Metal Gear Solid at the gaming cen- 
ter in Iraq dreamed of what it was like to meet that visionary. The kid grew up and became me, 
and | can’t put into words the awe and joy | felt last year at Gamescom what the man took the 
stage at Opening Night Live as | crawled from my front row set to sit right in front of the stage 
where the man spoke of his masterpiece, Death Stranding. | screamed “Aishiteru yo” which | 
had to look up only to know the right way to pronounce it, and the next day | met him at the 
signing event, | felt like timed slowed down аз | walked up the stage to shake his hand, have his 
autograph and take a selfie with him. | couldn’t think of any words to saw as | was overwhel- 
med with joy but all | could do is give him my card and say “I will always remember you, and 
this is so you can remember me too”. This man’s name is Hideo Kojima. 


Thank you for everything, mentor. For revolutionizing the video game industry, for inventing 
new genres, for inspiring change and setting a great example that creativity outweighs mar- 
ketability, that artistic integrity is above business, for creating experiences that are made a 
statement for generations to come is far more valuable than a temporary buzz, for proving that 
in order to inspire and be remembered, you have to abandon the norms and the checklists for 
what's possible and to sail to new horizons unhindered by any imposed restraints, and finally 
for inspiring creativity in me, for motivating me to pursue my passion in creating content and 


4 Р їн 

turning my passion to gaming into an established career, ae me Bing a ph: Te a = 
not have had the privilege sitting and talking with you for as long as | would ae but with - 

your work, your statements, your passion and even the movies you admire that you share on | な n 
social media, you've sent me a rope to which | hung onto and continue to learn and be inspired... 
by each and every day. 


私 た ち が 記 念 す べき 瞬間 を 考え る と き 、 そ の 瞬間 に は 必ず 特別 な 名 前 が 付け られ て いま す 。 音 y 
楽 と いえ ば 、「 マ ドン ナ 、 デ ビッ ド ・ ボ ウイ 、 マ イケ ル ・ ジ ャ クソ ツン 。 ク イー ン 」 が すぐ に 思 

い 浮 か び ま す 。 同 様 に 「 ビ デオ ゲー ム 」 と いえ ば 、9 歳 の 私 を スリ リン グ な 長い 旅 へ と 駆り 立て 

た 人 物 が 真っ 先 に 頭 に 浮か び ま す 。 


彼 の 名 前 を 思い 出す と 、 す ぐに 1998 年 に タイ ム ス リ ッ プ し た よう な 気分 に な っ て 、9 歳 の 俺 が 
イラ ク の ゲー ミン グセ ンタ ー で ゲー ム を 買っ て 遊ん だ 時 の こと だ 。 そ こ で 働い て いた 友人 に 、 
みん な の 画面 に 映っ て いる ゲー ム は 何かと 聞い た と ころ 、 メ タル ギア ソリ ッ ド だ と 言わ れ ま し 
o Eg E し い 作 品 け ど 、 あ な た な ら 難 し いか も し れ な い 。「 そ れ で も 遊び た いん だ СЕ 
、 彼 は 0K と 言っ て くれ た の で 、 ゲ ー ム を 手 に 入れ て 、 他 の みん な と 同じ 雰囲気 の 中 で プレ 
ES B \ ぇ っ て いた ん だ 。 少 なく と も 最初 の 数 時 間 は 、 モ ンス ター や 上 異 世界 の 何 か が い 
な く て も 、 と て も スリ リン グ な 感じ が し た 。 


ゾー ン オ ブ エ ン ダー ズ へ と 旅 を 進め て いく と 、 こ れ ま で と は 全く 違う 、 し か し 同じ よう に 心 を 
奪わ れる 体験 が 何 年 も 忘れ られ な いも の に な っ て いた 。 そ し て 『MGS2 サ ンズ オブ リバ ティ 』 
へ と 進む と 、 そ の 衝撃 と 景 散 の 念 は 2 倍 に な り 、 何 ヶ月 も リプ レイ を 繰り 返し て し まっ た 。 


この ゲー ム は 、 ビ デオ ゲー ム が 映画 と 同等 の イン パク ト を 持つ こと を 確信 させ て くれ る ゲー ム 
だ っ た 。 私 は ゾー ン オブ エン ダー ズ で 旅 を 続け た 。 ア ヌ ビ ス 、 メ タル ギア ソリ ッ ド 3、4、5、 
そし て デス ・ ス トラ ン デ ィング の 素晴らし さ は 、 ゲ ー ム を 始め て か ら 23 年 以上 プレ イ し て きた 
中 で 、 す ぐに 私 の リス ト の トッ プ に 立っ た 。 


この 男 の 作品 は 彼 の 代弁 者 で あり 、 業 界 全体 に 響 いて いま す 。 私 の 知る 限り 、 ゲ ー マ ー か ら 開 
発 者 、 ジ ャ ー ナ リス ト 、 デ ィ レ クタ ー に 至る まで 、 何 ら か の 形 で 彼 の 才能 に 感動 し た こと の な 
い 人 は いな い だ ろ う 。 彼 が 作っ た すべ て の 体験 が どれ ほど ユニ ー ク で 、 ど れ ほ ど 印 象 的 で 、 ど 
れ ほ ど ゲ ー ム を 変え 、 ジ ャ ン ル を 定義 する も の で あっ た か を 見 て 、 彼 の 発表 に 先立つ 期待 と 誇 
大 広告 は 正当 化 さ れ 、 そ れ に 値する も の だ と 思い ます 。 


彼 の 言葉 に は 、 ゲ ー マ ー と し て 、 コ ン テ ン ツク リエ ー タ ー と し て 、 そ し て 一 人 の 人 間 と し て の 
エネ ルギー を 感じ まし た 。 彼 の ユニ ー ク さと 、 標 準 に 従わ ず 、 主 流 で あり 、 普 通 で あり 、 可 能 
な こと の 境界 線 を 破る う と する 決意 に は 、 力 強 さ を 感じ まし た 。 お金 を 稼ぐ 一 番 簡単 な 方 法 
は 、「 無 人 島 で みん な で 撃ち 合う ゲー ム を 作る こと だ 」 と いう 象徴 的 な 発言 を し た 時 に 、 彼 は 
「 そ ん な も の は 作り た く な い 。 今 ある も の を 作る 理由 が な い 。 も っ と 世界 に 感動 を 与え る も の 
を 作り た い 」 と 、 子 供 の 頃 か ら 感 じ て い た 彼 へ の 思い を 完璧 に まとめ た も の で し た 。 彼 は 世界 
に 新しい 何 か を も た らし た いと 思っ て いる 男 で あり 、 ゲ ー ム を 芸術 と し て 捉え 、 丁 寧 に 、 敬 意 
を 持っ て 、 野 心 を 持っ て 、 新 境地 を 開拓 し 、 ア ー ト や エン ター テイ メン トビ ジネス の 多く の ク 
リエ イタ ー が 敢えて や ら な いよ うな リス ク を 冒し て 取り 組む 男 な の だ 。 


イラ ク の ゲー ミン グセ ンタ ー で メタ ルギア ソリ ッ ド を プレ イ し た 9 歳 の 子供 は 、 こ の 数 年 の 間 、 
その 先見 の 明 に 出会う こと が どん な こと な の か を 夢見 て いた 。 去 年 の Gamescom で 、 オ ー プ ニニ > 
グ ナ イ ト ライ ブ の ステ ー ジ に 立っ た 時 に 感じ た 景 敬 の 念 と 喜び は 言葉 で は 言い 表せ な い 。 私 は 
「 愛 し て いる よ ! 」 と 叫ん だ の だ が 、 そ の 発音 を 知る た め に は 調べ な けれ ば な ら ず 、 翌 日 、. サ 
イン 会 で 彼 に 会 っ た 時 、 ス テー ジ に 上 が っ て 握手 を し た り 、 サ イン を も ら っ た り 、 一 緒 に 自 撮 
り を し た り し て いる うち に 、 タ イム スリ ッ プ し た よう な 気分 に な り ま し た 。 嬉し さ の あま り 言 
葉 が 思い 浮か ば な か っ た の で す が 、 彼 に 私 の 名 刺 を 渡し て 、「 君 の こと を ずっ と 覚え て いる か 
ら 、 君 も 私 の こと を 覚え て いて くれ る よう に 」 と 言う こと し か で きま せん で し た 。 


師匠 に は 本 当 に 感謝 し て いま す 。 ee ea а, 
し 、 変 化 を 促し 、 創 造 性 が 市 場 性 を 上 回 る と いう 偉大 な 模範 を 示し て くれ た こと 


芸術 的 な 完全 性 は ビジ ネス より も 優先 され る と いう こと を 証明 し て くれ た こと 、 何 世代 に も わ 』 $e 
た っ て 語り 継が れる よう な 体験 を 生み 出す こと は 、 нони ева 価値 が ある 


と いう こと を 証明 し て くれ た こと 、 イ ンス ピ レ ー シ ョ ン を 与え 、 記 憶 に 残る た め に は 、 何 が 可 . 未 
能 か と いう 規範 や チェ ッ ク リ スト を 捨て て RT 


そし て 最後 に 、 私 の 中 の 創造 性 を 鼓舞 し て くれ た こと 、 コ ン テ ン ツ を 作る と いう 私 の 情熱 を 追放 
求 す る モチ ベー ショ ン を 与え て くれ た こと 、 ゲ ー ム へ の 情熱 を 薬剤 師 で ある 私 の 傍 状 で 確立 さ 。 © 
れ た キャ リア に 変え て くれ た こと に 感謝 し ます 。 i "UN de 3 
私 が 夢見 て いた ほど 長い 間 、 あ な た と 座っ て 話 を する 機会 は な か っ た か も し れ ま せん が 、 Bip й 
た の 仕事 、 あ な だ の 発言 = あな た の 情熱 、 そ し て あな た が ソー シャ ル メ ディ ア で 共 SAL CURA 

あな た が 賞賛 し て いる 映画 で さえ 、 あ な た は 私 に ロー プ を 送っ て くれ まし た 。 
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ROBERT ALLEN PEELER 


Community Manager at UnbrpkenStudios / ex-Konami & Kojima Productions LA - USA 


Gentle friends at Kojima Productions, my heartfelt congratulations go out to you and the team. 
It has been a whirlwind, and seeing you come together again at last, the journey that you have 
taken, has been more than memorable. 


Sitting down with a handful of you, since 2016, you have shown passion, and at times unease. 
This enterprise has been a profit of creativity, and only the beginning. 


Jackie, Kendoza, Ludwig, you're master craftsmen! Bravo gentlemen! Congratulations friends! 


Imaizumi-san, Hirano-san, Kojima-san; you've steered your ship into a storm and come out 
safely on the other side. | eagerly look forward to your next destination. 


“It is not down on any map; true places never are.”- Herman Melville 


ブラ ボー 紳士 た ち も ! お めで と う 


今泉 さん 、 平 野 さ ん 、 小 島 さ ん 、 
た 。 次 の 目的 地 が 楽し み で す 


どん な 地図 に も 


MICHIHARUSHIMODA 


DJ / Music Producer at Silent Poets - Japan 


It was a great pleasure to be part of Death Stranding with my music this time. | hadn't played 
a game since a while ago or knew Kojima well. However, when | receive a music offer from 
Kojima-san, | often talk about it with my shallow knowledge. With a good sense of humor, love 
and kindness, he became one of the creators | really respect. | also want to keep making good 
works so that | can work with Kojima someday. 


pl 
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SUGINOKI7777777 


Fan / Artist - Singapore 


Games that are passed down to the next generation are not only interesting, but also cathartic 
and instructive, and | think they can teach you something that will change your values and 
perspectives. | think that’s what director Kojima has been creating. I’ve received a lot of things 
from Metal Gear. And | think I’ve received something important from Death Stranding as well. 
Га like to cherish it within myself like a talisman. As a fan, | am very happy for the miracle of 
living in the same era of Hideo Kojima. | will continue to support you. Thank you ! 
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を 変え る よう な 何 か を 教え る ぐれ る も の だ と 思い ます 。 そ ぞ れ が 小島 監督 が 作っ そ 寺 だ や の だ と 
思い ます 。 僕 は 『 メ 多 贅 幸 ア 』 か ら た くさ ん の も の を も ら っ て きま し た 。 そ まほ 訟 .『 デ スス トラ 
ン デ ィング 』 か ら も 大 切な も の を も ら っ た と 思い ます 。 そ れ を お 守り の よう に 自分 の 中 で 大 切 
に し て いき た いと 思い ます 。 小島 秀 夫 さ ん と 同じ 時 代 に 生き て いる と いう 奇跡 を ファ ン と し で 
と て も 嬉し く 思 っ て いま す 。 こ れ か ら も 応援 し て いま す 。 あ り が と う ご ざ いま し た 。 


1 TOMMIE EARL JENKINS 


Actor / Voice Actor / Die-Hardman in Death Stranding - USA 


Working on Death Stranding was one of the most incredible experiences of my life. Not only 
did it allow me to work with some amazing actors like Mads Mikkelsen, Norman Reedus, Troy 
Baker and Lyndsay Wagner to name a few, It also gave me the honoured pleasure to work with 
one of the greatest game creators of our time. Kojima San is a king among kings. His ability to 
tell such in depth complex, and intriguing stories is a gift. | feel honoured and humbled that he 
chose me to bring the character of Die Hardman to life. | will forever be grateful for such an 
incredible opportunity, and to have had the chance to work so closely with such a true artist is 
something l'Il never forget. | hope we can do it again. Keep on keeping on ! 


デス ・ ス トラ ン デ ィング の 仕事 は 、 私 の 人 生 の 中 で 最も 信じ られ な いよ うな 経験 の 一 つ で し 
た 。 マ ッ ツ ・ ミ ケル セン 、 ノ ー マ ン ・ リ ー ド ゥ ス 、 ト ロイ ・ ベ イカ ー、 リ ン ゼ イ ・ ワ グ ナ ー な 
どの 素晴らし い 俳 優 た ちと 仕事 を する こと が で きた だ け で な く 、 現 代 の 最も 偉大 な ゲー ムク リ 
エイ ター の 一 人 と 仕事 が で きる と いう 光栄 な 喜び で し た 。 小 島 監 督 は 王様 の 中 の 王様 で す 。 深 
く 複 雑 で 興味 を そそ られ る スト ー リ ー を 語 pud a 
LIN ee eee と を 光栄 に 思う と 同時 に 、 謙 虚 な 気持 ち に 
な り ま す 。 こ の よう な 素晴らし い 機 会 を 与え て いた だ いた こと 、 そ し て 、 こ の よう な 真 の アー 
ティ スト と 密接 に 仕事 を する 機会 を 得 ら れ た こと は 、ー 生 計れ られ な いも の で す 。 ま た 一 緒 に 
仕事 が で きる こと を 願っ て いま す 。 Keep on keeping on 


VANN GUILLEMOT 


Actor / Voice Actor / Cliff in Death Stranding VF - France 


The recording of «Death Stranding» took place over several sessions and each time it was a 
pleasure to work. Pleasure to meet again the actor Mads Mikkelsen whom | have the joy of 
dubbing often, pleasure to discover a quality animation both in form and content as well as 
excellent technical recording conditions that allowed a precise and rigorous work, pleasure to 
be directed by Jean-Philippe Briere, his love ofthe game and his communicative passion for his 
job, pleasure for me who do not often have the opportunity to sing to interpret a very pretty 
lullaby. 


デス ・ ス トラ ン デ ィング 」 の レコ ー デ ィング は 何 度 か の セッ ショ ン を 経て 行わ れ ま し た が 、 そ て 
の 度 に 作業 を する の が 楽し く て 仕方 が あり ませ ん で し た 。 私 が 頻繁 に 吹き 替え を する 喜び を 持 
っ て いる 俳優 マッ ズ ・ ミ ケル セン に 再会 で きた こと 、 形 と 内 容 の 両方 で 質 の 高い アニ メー ショ 
ン を 発見 で きた こと 、 そ し て 正確 で 厳格 な 作業 を 可能 に し た 優れ た 技術 的 な 録音 条件 を 発見 で 
きた こと 、 ジ ャ ン デ テニ フ ィ リ ッ プ ・ ブ リエ ー ル 監督 の 監督 に な れ た こと 、 彼 の ゲー ム へ の 愛 と 彼 
の 仕事 へ の コミ ュ ニ ケー ショ ン へ の 情熱 、 非 常に 美しい 子守 唄 を 解釈 する た め に 歌う 機会 が あ 
まり な い 私 に と っ て の 喜び で す 。 


6UESTS/325 


GUESTS/326 


YONG YEA 


Voice Actor / Youtube Content Creator - USA 


— 


Beyond his iconic works of interactive art that played a major role in shaping my childhood and 
who | am today, what inspires me most about Kojima-san is his capacity to persevere amidst 


| adversity. 


| read stories about how when he first decided to make video games, many of his peers didn't 
believe in him, convinced he was walking down a path to failure. Kojima-san proved the nay- 
sayers wrong, rising through the ranks to become one of the most prominent, successful, re- 
nowned, and influential video game creators of all time, as well as the pioneer of the stealth 
action genre. 


| remember following all of the horror stories surrounding the fallout with Konami and wonde- 
ring how Kojima-san would recover from such a dire situation, only to witness him stand right 
back on his two feet with the founding of the new Kojima Productions, humble new beginnings 
that quickly flourished into a thriving indie studio. 


Equally astonishing was how, mere months after establishing his studio, Kojima-san already 
had a clear vision in his mind and a teaser trailer to unveil for his next major project which 
came to fruition just four years after his swift comeback. 


That project is, of course, Death Stranding, an experience unlike any other. | can't think of a 
single developer in the Triple-A landscape who would ignore all trends and have the balls to pit- 
ch and create a high budget delivery man game. | imagine there were those who pushed back 
against this unconventional idea, but Kojima-san persevered. He forged his own path, made 
the game he wanted to make (in no small part with the help of friends and partners who were 
also touched in some way by him and his work), and believed in his singular vision to connect 
the world through video games. 


The end result is that nothing like Death Stranding has existed or will ever exist. It may not be 
everyone's cup of tea, but it's a uniquely Hideo Kojima game that was crafted with his one-of- 
a-kind intellect, style, passion, heart, and perhaps a sprinkle of insanity. 


Death Stranding not only speaks to Kojima-san's talents as a game creator, but the game's 
thematic emphasis on forming connections and working together as human beings towards 
a common goal also reflects his kind, positive, empathetic, and optimistic nature as a person, 
attributes the world could use more of. 


Kojima-san is a man of conviction, unshakeable in his creative pursuits, resolute on bucking 
trends, determined to push boundaries, intent on delivering thought provoking messages, and 
striving for the extraordinary. Once Kojima-san has his mind set on an idea, it doesn't seem like 
there's any stopping him, no matter what the cynical voices around him might say. It's a quality 
that | deeply respect and admire, a quality that inspires me to believe in myself every day. 


| may be a big fan of Kojima's work, but I’m an even bigger fan of the man himself, his work 
ethic, his daringness, his playfulness, his creative drive, his optimism, and his willingness to 
Keep On Keeping On. Never change. 


Kojima-san. Keep following your heart, and keep inspiring others to do the same. 
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人 に 成長 し た の で す 。 


コナ ミ Louse 3 IN E SS EH: C ООВ ESPADAS 
ФЕЪМЕЖА си [715 NAIDA yya VERL., BRRAI-EISENE 
監督 が 立ち 直っ た の を 目 め 当 だ り に し て 、 インディーズ スタ ジオ と し て 瞬く 問 信成 長 じ て いつ 
た の で す 。 驚く べき こと に 、 ス タ ジ オ 設立 か ら わ ず か 数 ヶ月 で 、 彼 の 頭 の 中 に は すでに 明確 な 
ビジ ョ ン が あり 、 復 帰 か ら わ ず か 4 年 で 実現 し た 次 の 大 型 ブ ロジ ェクト の ティ ザー トレ ー ラ ー を 
公開 し て いた の で す 。 


その プロ ジェ クト と は 、 も ちろ ん デス ・ ス トラ ン デ ィング で あり 、 他 に 類 を 見 な い 体験 で あ 
る 。 流 行 を 無視 し て 、 高 予算 の デリ バリ ー マ ン ゲー ム を 作る 度胸 の ある 開発 者 は 、 ト リプ ル A 
の 世界 で は 一 人 も いな いと 思い ます 。 こ の よう な 型破り な 発想 に 反発 し た 人 も いた と 思い ます 
が 、 小 島 監 督 は 結っ て いま し た 。 自 分 の 道 を 切り 開き 、 自 分 の 作り た い ゲ ー ム を 作り 、 (監督 
や 彼 の 作品 に 感動 し た 友人 や パー トナ ー の 助け も あっ て ) ゲー ム で 世界 を つなぐ と いう 唯一 無 
二 の ビ ジョ ン を 信じ て いた の で す 。 


結局 の と ころ 、 デ ス ・ ス トラ ン デ ィング の よう な ゲー ム は 存在 し な いし 、 存 在 し な MA 炉 ろ う 。 
万 人 受け は し な いか も し れ ま せん が 、 小 島 監 督 な ら で は の 知性 、 ス タイ ル 、 情 熱 、、 選 、 ぞ し て 
お そら く 狂 気 の 沙汰 を 散り ば め た ゲー ム な の で す 。 デ ス ・ ス トラ ン デ ィング は 、 ゲ ー ム クリ エ 
イタ ー と し て の 監督 の 才能 を 物語 っ て いる だ け で な く 、 ゲ ー ム の テー マ で ある 『「 人 と 人 と の つ 
な が り を 作り 、 人 間 と し て 共通 の 目標 に 向かっ て 協力 し て いく こと 」 を 強調 し て いる 点 に も 、 
小島 監督 の 優し さ 、 前 向き さ 、 共 感性 、 楽 観 性 を 反映 し て いる と 思い ます 。 


小島 監督 は 、 信 念 を 持っ て クリ エイ ティ ブ な こと を 追求 し 、 流 行 に 流さ れず 、 限 界 に 挑戦 し 、 
刺激 的 な メッ セー ジ を 発信 し 、 非 凡 な こと に 挑戦 する 男 で す 。 監 督 は 、 一 度 思い つい た ら 、 周 
りか ら 何 を 言わ れ よ うと も 止め られ な い 。 そ れ は 、 私 が 深く 尊敬 し て いる 資質 で あり 、 日 々 自 
分 を 信じ させ て くれ る 資質 だ と 思っ て いま す 。 私 は 小島 監督 の 作品 の 大 ファ ン か も し れ ま せん 
が 、 そ れ 以 上 に 彼 自 身 の フ ァ ン で あり 、 彼 の 労働 倫理 、 大 胆 さ 、 遊 び 心 、 創 造 性 、 楽 観 主 義 、 
そし て Keep On Keeping 0n へ の 意欲 が 大 好き で す 。 決 し て 変わ る な 、 監 督 。 自 分 の 心 を 追い 続け 
て 、 他 の 人 に も 同じ よう に イン スピ レー ショ ン を 与え 続け て くだ さい 。 


ZAN WOO 


Photographer / Cosplayer - Japan 


As a cosplayer and a cosplay photographer | have been taking pictures of Hideo Kojima game 
cosplay for a long time. During these last months | took also a lot of pictures of Cosplayer who 
show their passion for Hideo Kojima games. 


«SNATCHER» is the first Hideo Kojima game that | played and «METAL GEAR SOLID» is the game 
that changed my life. 


Thank you, Kojima Hideo. Thank you, Kojima Productions. Thank you for all the memories. 


コス プレ イヤ ー と し て 、 ま た コス プ し 写真 家 と し て 、 ず っ と 小島 秀夫 ゲー ム の コス プレ を 撮り 
続け て きま し た 。 こ の 数 ヶ月 の 間 に も 、 小 島 秀 夫 の ゲー ム へ の 熱い 思い が 伝わる コス プレ イヤ 
ー の 写真 を た くさ ん 撮り 続け て きた 。 


《 ス ナッ チャ ー』 は 私 が 初め て プレ イ し た 小島 秀夫 の ゲー ム で 、『 メ タル ギア ソリ ッ ド 』。 は 私 の 
人 生 を 変え て くれ た ゲー ム で す 。 


あり が と う 、 小 島 秀 夫 。 小 島 プ ロダ クシ ョ ン さ ん 、 あ り が と う ご ざ いま し た 。 た くさ ん の 思い 
出 を あり が と う ご ざ いま し た 。 
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"JOURNEY" 
-2020- 


THANKS 


Dear Hideo, 
Here we are again.. 
After almost a year of hard work, it isthe end of this second book made for you. 


It was 10 months of pleasure, dedication and passion. And | honestly think that every person who 
really wants it can go where he wants with these ingredients. 


After the first book which paid tribute to your works before the creation of Kojima Productions it was 
important for me to pay you tribute once again for the message that you shared with us with Death 
Stranding. This beautiful message of connexions, of helping each other, of being reunited by playing 
the roles of Porters. 


As you explained during the promotion of Death Stranding, the «Strand System» is a very important 
process/gameplay for the game and I have to admit that it had the same importance for the progress 
of this project. 


Sometimes the idea of creating a project is not enough to complete it. 


The past relationships | created with «From Mother Base with Love» helped me to contact people, the 
connections with people from the gaming industry and the fans were useful like if everyone connected 
me to their chiral networks. 


And like the trip of Sam during the reconnection of the United Cities of America, there were doubts, 
there were difficulties, there were failures but thanks to the bridges, thanks to the ropes, thanksto the 
strands, this project went to an end. A happy end! 


When | look at the result of these 336 pages, I’m very proud of every person involved in this project! 
Like the first book there are people from all around the world who just wanted to share some fee- 
lings, to share some words with you. That’s the magic of the «Strands» you tried to teached us right? 


To continue with the thanks, | would like to thank all the people who have been part of this project. | 
wouldn’t have been able to achieve such a thing without them. Their collaboration, their advice, their 
support... It has all been very important in making this book. Thanks to all the artists, thanks to all the 
cosplayers, thanks to all the personalities and fans who accepted to join in. 


Finally, thank you Hideo, thank you for being an unending source of inspiration. For being a role model 
for everyone who participated in this project, and for all video game lovers. Thank you for giving us the 
most beautiful thing we have, being able to dream in an often cruel world. Your creations have made 
us vibrate for more than 30 years and many years to come! 


Kojima-san. Keep following your heart, and keep inspiring others to do the same. 
WE 
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小島 監督 へ 。 


また 来 ち ゃ いま し た ... y 
ほぼ 1 年 の 苦労 の 後 、 あ な た の た め に 作ら れ た この 2 冊 目 の 本 の 終わ り が 迎え まし た 。 


喜び と 献身 と 情熱 の 10 ヶ 月 で し た 。 そ し て 、 正 直 な と ころ 、 本 当 に それ を 望む 人 は 誰 で も 、 こ れ ら の 材 
料 さ え あ れ ば 、 自 分 の 望む と ころ に 行く こと が で きる と 思い ます 。 


小島 プロ ダク ショ ン が 始ま る 前 に 、 あ な た の 作品 に オマ ー ジ ュ を 捧げ た 最初 の 本 の 後 、 デ ス ・ ス トラ ン 
ディ ング で あな た が 私 た ちと 共有 し た メッ セー ジ に 、 も う 一 度 オ マー ジュ を 捧げ る こと が 重要 で し た 。 
ポー ター と いう 役 を 演じ る こと で 、 つ な が り 、 助 け 合 い 、 再 会 する と いう 美しい メッ セー ジ で す 。 


デス ・ ス トラ ン デ ィング の プロ モー ショ ン 中 に 説明 し て いた だ いた よう に 、》 ス トラ ンド シス テム 。 ME 
この ゲー ム に と っ て 非常 に 重要 な プロ セス で あり な が ら 、 ゲ ー ム プレ イ で あり 、 こ の プロ ジェ グ クト の 進 
行 に も 同様 の 重要 性 を 持っ て いた こと を 認め ざる を 得 ま せん 。 


この プロ ジェ クト を 作る と いう 発起 だ け で は 完成 し な いこ と も あり ます 。 


From Mother Base with Love で 作っ た 過去 の 人 間 関 係 は 人 と の 接触 を 助け て くれ た し 、 ゲ ー ム 業界 の 人 
や ファ ン と の 繋が り は 、 み ん な が 自分 の キラ ルネ ットワーク に 繋い で くれ た 場合 の よう に 役に立つ た 。 


そし て 、UCA 再 接続 の 時 の サム の よう に 、 迷 いも あっ た し 、 困 難 も あっ た し 、 失 敗 も あっ た けど 、 橋 の 
お か げ で 、 ロ ー プ の お か げ で 、 ス トラ ンド の お か げ で 、 こ の プロ ジェ クト は 終わ り を 迎え まし た 。 ま さ 
に ハッ ピー エン ド ! 


この 336 ペ ー ジ の 結果 を 見 る と 、 こ の プロ ジェ クト に 関わ っ た すべ て の 人 を 誇り に 思い ます 。 一 冊 目 の 
本 と 同じ よう に 、 世 界 中 の 人 た ち が 、 何 か 感じ た こと を 共有 し た い 、 何 か 言葉 を 伝え た いと 思っ て くれ 
て いま す 。 そ れこ そ が 、 あ な た が 教え よう と し た 「 ス トラ ンド 」 の 魔法 な の で すね 。 


感謝 の 気持 ち を 続け る た め に 、 こ の プロ ジェ クト に 参加 し て くれ た すべ て の 人 に 感謝 し た いと 思い ま 
す 。 彼 ら 5 が いな けれ ば 、 こ ん な こと は で き な か っ た と 思い ます 。 彼ら の 協力 、 ア ドバイ ス 、 サ ポー 
ト . .. 。 こ の 本 を 作る 上 で 、 と て も 重要 な こと で し た 。 ア ー テ ィ ス ト の 皆さん 、 コ スプ レイ ヤー の 皆 さ 
ん 、 参 加 を 受け 入れ て くれ た パー ソナ リティ の 皆さん 、 フ ァ ン の 皆さん 、 あ り が と う ご ざ いま し た 。 
最後 に 、 小 島 監督 、 い つも イン スピ レー ショ ン の 源 で あり 続け て くれ て あり が と う 。 こ の プロ ジェ クト 
に 参加 し た すべ て の 人 、 そ し て すべ て の ゲー ム 愛 好 家 の お 手 本 に な っ て くれ て あり が と う 。 残酷 な 世 
界 で 夢 を 見 る こと が で きる と いう 、 私 た ち に 最も 美しい も の を 与え て くれ て あり が と う 。 あ な た の 作品 
は 、30 年 以上 、 こ れ か ら も ずっ と 私 た ち を 振動 させ て くれ まし た 


小島 監督 ! これ か ら も 自分 の ハー ト を 追い 続け て 、 他 の 人 に も 同じ よう に 刺激 を 与え 続け て くだ さい 。 
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nUruk • StefunXD * Stuart Henderson * Stéphane Brailly e Sven Brüderlein • T.C.Gentry + TORI • Tatiana Alejandra 
de Castro Pérez * Taylor Gollrad * Thomas Mazet ・ Tobias Hoffmann • Torben Weit • Victor SCR e Virgil.S. • Vitor 
Teixeira * William Vandiste • Wolffingers e Wsnake2015 * XiamBlackbear * Yonni ® Ysh • Yzelio e Zouzou Stunfest. 


THANK YOU PORTERS 
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A MADE O KOJIMA BOOK 


MORRQW JS IN YOU AN 


There's no need to introduce Hideo Kojima, whose works have changed 
the video game industry forever. 

A brilliant creator, a visionary, his influence and creativity are second to 
For that reason, artists and cosplayers from all over the world answered 
the call when Tarak Chami decided to pay him tribute. 
Artworks, pictures, testimonies, and anecdotes fill the pages of this book 
made over the course of 6 months. 

This book is his fans way of thanking him with all their heart, in the hope 
that he will continue to amaze them for many years to come. 


小島 秀夫 を 紹介 する 必要 は あり ませ ん 。 小 島 秀 夫 の 作品 は ビデ オ ゲ ー 
ム 業 界 を 永遠 に 変え まし た 。 
素晴らし い ク リエ ー タ ー、 先 見 の 明 、 彼 の 影響 力 と 創造 性 は 誰 に も 負け 
その た め 、 タ ラク チャ ミ が 彼 に 敬意 を 表す る こと を 決め た と き 、 世 界 中 の 
アー ティ スト や コス プレ イヤ ー が 電話 に 出 ま し た 。 

アー トワ ー ク 、 写 真 、 証 言 、 逸話 は 、6 か 月 の 間 に 作 成 さ れ た この 本 の ペ 
4 | ー ジ を 埋め ます 。 

D 本 は 彼 の ファ ン の 心から の 感謝 の 言葉 で あり 、 彼 が これ か ら も 長年 
彼ら を 驚か せ 続 ける こと を 望ん で いま す 。 


